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In TimBShiftj you assume the role of a top physicist researching a time-trauel suit. Vou luorh under the 
direction of the talented [but corrupt] Dr. Aiden hrone^ along luith your colleagues marissa Forster and Nathan 
Tucker. Vour laboratory has produced tujo luorhing models — the Alpha Suit [hrone-’s original prototype] and 
the Beta Suit an improued model ujith entra functionality. 

Suddenly^ things go lurongj unforeseen euents are taking shape. An enplosion rocks the lab and kills both 
your colleagues. meamuhilSj Krone has taken the Alpha Suit and hightailed it for an alternate timeline. Vou 
haue no choice but to grab the Beta Suit and folloiu him. Vour task: to defeat him in his alternate timeline and 
somehouj repair the horrific euents in gouroujn. 

lUhen the fog clears^ you find yourself in an alternate timeline reminiscent of the 1930s. Krone has taken 
control of the ujorld^ styling himself as the fascist magistrate. In this uniuerse^ he commands uast armies^ 
ujhich he has equipped ujith a strange blend of 1930s technology and futuristic gear of his oujn inuention. 

A resistance mouement called the Occupant Uprising is fighting Krone-’s rule but failing. Vou must assist the 
Occupants in ang ujag possible. 

All of this is certainly eHciting^ but it can also be daunting. Legions of enemies and a host of dangerous 
traps stand in your ujayj you must master an arsenal of strange ujeapons and your Beta Buirs array of 
special time poujers. Only by fully understanding gour ujeapons^ poujers^ and enemies ujill you haue a shot 
at restoring gour oujn timeline. 



PRimH DFFICIHL EHmE GUIDE 


This booh pmuides all the infarmatiDn you need to conquerthe single-player 
game and to get a leg up on gour multiplayer opponents. 

Chapters 1 through 3 prouide general information on gour controls^ weapons^ 
and time poujers, and they prouide general strategies that will help you 
progress through the game. 

Chapters 4 through 8 walk gou through the entire single-player campaign, 
prouiding detailed maps and tactical aduice. This walkthrough steers you 
through all the traps, ambushes, and time puzzles gou encounter. 

Finally, Chapter 9 sets you on the path to multiplayer dominance. Here 
you-’ll learn how to translate your single-player prowess into kills on the 
online battlefield. 


The road is difficult, but there are many weapons in your arsenalj this 
book is one of them. Read on, and prepare yourself for success... 
because now it’s only a matter of time. 


Tbanks fortbe following people for making this book 
happen: 

fit Sierra: 


James Bonti 
' michael cabison 
Rgan French 


fit Prime: 

Carrie Rndrews 
Julie Rsbury 
Todd manning 
Jody Seltzer 
Rlaina Vee 
LeH Scbeuble 


find of course, eueryone at Saber interactiue, for making tbe game itself. 
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Before getting into the finer points of strategy, you must know the basics. Read on to familiarize yourself 
with TimeShifts control scheme and interface. 


CnnTRDLS 


The foUDiuing tables pmuide control info forthe PS3 
and Hbon 3BD uersions of TiiriBShift. 



PC player: The PC controls are completely custom- 
izablej you can use any combination of keyboard and 
mouse buttons. Just yo into the Options menu before 
you start your first yame and configure the controls 
houjeueryou want them. 

Vou'ue probably played first-person shooters 
before^ so you'll already haue a preferred keyboard 
and mouse layout. With that in mind, just set up 
TiiriBShift \n a similar fashion. 

Howeuer, you must make sure to place yourTime 
Control buttons in a prime location where they're 
easy to trigger. Vou'll be manipulating time a lot! 


lUhile the control schemes for PS3 and Hbon 3BD are 
less customizable than those of the PC, they each 
feature a couple of alternatiues. Play around with 
your control settings if you aren't comfortable with 
the default. 



For the record, we find the default controller 
settings for both consoles uery playable. lUhen 
in doubt, stick with the defaults. 


mnuementi ann uieiu cantnaLS 



These controls 
allow you to 
look around and 
get from one 
spot to another. 


mOUiniEHT AHD UIEUI COHTROIS 

Control 

Hboii 3 G 0 

PS 3 

lYloue/Steer Uehicle 

left Analog Stick 

left Analog Stick 

look 

Right Analog Stick 

Right Analog Stick 

Crouch 

Click m 

Click left Analog Stick 

lYlinizoom 

Click @ 

Click Right Analog Stick 

Junip/Boost 

o 

X 


most of these controls are self-enplanatory. Here 



are some notes on those that aren't. 

Crouch is a toggle [meaning you don't need to hold 


the button down to stay crouched]. Crouch to make 
the most of low couer. 

Vou can use minizoom with most weapons. Click 



this button to 
zoom in just a 
bit this slightly 
reduces your 
ouerall field 
of uiew but 
enlarges targets 
and makes 
them a bit easier to bit from a distance. 


minizDorn is nowhere near as powerful as the big zoom 



lenses attached to the echo rifle or thunderbolt. It's 
just a way of squeezing a little eutra accuracy out 
of weapons that weren't designed for long-range 
combat. Learn to use it wheneuer yourtarget is a bit 
farther off than you'd like. 
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The Jump 
button becomes 
a Boost button 
ujhen you-’re 
driuing a quad 
[an all-terrain 
uehicle that 
appears on 

certain leuels]. Boost giues the quad a surge of 
speed and poiuer. irs sometimes necessary to 
boost in order to clear a difficult jump. 




weapons^ and since they're triggered with the 
Secondary Attack button^ they're listed in the nent 
section ["Combat Controls"]. 



cnmBati cnntpnLS 



These controls allow you to fight and to manage 
gour weapons and gour Beta Suit's time-control 
powers. 


mOUimfllT AHD UIEUI COHTROIS 

Control 

Kboii 3G0 

PS3 

Primary Attach/Accelerate 

(rD 

(H] 

Secondary Attach/Brahe and Reuerse 

(ED 

(lE 

lAelee Attack 

O 

• 

Reload/Hold Button to Use 

o 

■ 

Befault Time Control 

(ED 

[lT] 

lAanual Time Control 

Press and hold (ed 

Press and hold [O] 

Throui Grenade 

(rD 

[m 

Preuious Uleapon 

o 

<■ 

Rent Uleapon 

o 


Chanye Grenade Type 

9 

4^ 


To manually select time powers on the HboH 3BD or 
PS3j first press and hold the time control button, and 


then press a second button [follow the on-screen 
prompts] to select the power you want. 

tThe PC uersion prouides in^idual time-power 
keys [defaults are and ©for Slow, Stop, and 
Reuerse, respectiu^yj.” Unlike the console uersions, 
you don't need to press and hold the time control 
button while pressing these keys. Just tap them 
to select the desired time power. 

The effect of the Primary Attack and Secondary 


Attack buttons depends on your selected weapon. 
Refer to the neat chapter for detailed information 
on all weapons, including data on the fire modes of 
each gun. 

Vour Primarg Attack and Secondarg Attack buttons 
conuertto accelerate and brake/reuerse controls 
when you're driuing a quad. 

The Reload button becomes a Use button 



wheneuer you're standing on or near something that 
gou can use or pick up. An onscreen notification will 
appear, letting you know that pressing and holding 
the button will use or collect that object. [EHample: 
the notification message appears when you're 
standing on a weapon that you can pick up or are 
near a button that you can press.] 

The Time Control button actiuates or deactiuates 



your time 
powers. Press 
once to actiuate 
the currently 
selected 
time power, 
and press a 
second time to 
deactiuate. Press and hold to see a menu of time 
powers, and then press a second button to actiuate 
the power you want. 
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If you just tap the Time Control button [and do not 
hold it] you will actiuate the default time power. The 
default power is conteut-sensitiue and determined 
by S.S.A.m. [your suirs A.I. proyramj. For eHamplOj if 
you^re near a hazard that will harm you unless time 
is stopped^ then time stop will be the default power. 


mFDPmatiinn cnntiPnLS 



These controls display uital info or access the game 
menu. 


mOUiniEHT AHD UIEUI COHTROIS 

Control 

Hboii 3G0 

PS3 

Objectiues/Score 

o 

(UticT) 

Shoui Menu 

sO 



The Dbjectiues button displays your current 
objectiues [in sing[e-p[ayer] or your score [in mu[ti- 
p[ayerj. The menu button shows the in-game menUj 
which [ets gou adjust uarious game settings. 



TiniBShifts HUD [heads-up disp[ay] prouides a [ot of 
usefu[ information at a g[ance. Here-’s a summarg of 
what you can enpectto see: 



1. Radar: Important objects are CD[or coded. B[ue 
= current objectiuej green = a[[yj red = enemyj 
ye[[ow = usab[e uehic[e. 


3. Damage Location: Red indicators near the screeirs 
center specifg from which direction gou^re taking 
damage. 

4. Retic[e: This weapon-targeting aid turns green 
when an a[[g is targeted, or red when an enemy is 
targeted. 

5. UJeapons bar: Shows current[y eguipped weapon, 
a[ong with ammo auai[ab[e for both Primary and 
Secondary Fire modes. 

B. Grenade Disp[ay: Shows type and amount of 
current[y se[ected grenades. 

7. Time Contro[ meter: The bar on top shows how 
much time energy you haue [eft. The S[ow, Stop, 
and Reuerse icons [ight up to indicate which time 
power S.S.A.m. suggests you use for suruiua[. 



Don't assume that your shots will hit the enemy 
just because the reticle is red. The reticle doesn't 


account for distance or enemy mouement orforyour 
weapon's speed ortrajectory. 

Use the reticle's color-changing ability to figure 
out whether a target is friend orfoe, and use it as a 
tool to recognize when you are aiming directly at the 
target, make any needed adjustments, taking all the 
aboue-mentioned factors [distance, weapon charac- 
teristics, and so on] into consideration before firing. 

In addition to the basic HUD e[ements we just 
CDuered, there are a few that appear on[y at specific 
times: 



The Use Prompt pops up wheneuer you can pick up 
or use an item. Press and ho[d the Use button to take 
or use that item. 


2. Shie[d meter: This is essentia[[y a hea[th meter. 
If it reaches zero, you're dead. Shie[ds recharge 
Duer time. 





y 
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m 





The Zeppelin meter appears rArhen you-’ra riding in a 
Zeppelin. The lowerthe meter, the more damaged 
the Zeppelin. Use this indicatorto determine how 
successful you-’ue been at defending the zeppelin. 
Vou die if the Zeppelin meter reaches empty. 


The ObjectiuesZBcores display pops up when you 
press the appropriate button [£ on the Hbon 360j 
ditisi) on PS3]. If you-’re in a single-player game, your 
current objectiue[s] are listed. If it’s multiplayer, 
you-’ll see a scoreboard. 


Finally, in multiplayer games, look for a white 
indicator on the radar’s right side. This indicator 
mirrors your green shield indicator and is the Ouer 
Armor displays the more filled it is, the more armor 
you haue collected. 


Armor giues an added leuel of protection. It is ^ 
auailable only in multiplayer. Vellow armor artifacts ' 
gioe you +50 armor, while red armor giues +100. Vour 
maHimum armor leuel at any giuen time is 200. 
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To n]BstB[ TimBShiftj you must first familiarize yourself ujith a ujide selection of lueapons [both yuns and 
grenades] and ujith your Beta Suirs time-manipulation abilities. Once you-’ue got both lueapons and time- 
shifting under controL you-’re ready to start tearing through the game. 


Buns 


TimeShifts guns run the gamut from a simple point- 
and-shoot machine pistol [the hm-33] to a wild 
combination of machine gun and flamethrower [the 
Hellfire], 

Euerg weapon has a Secondary Fire mode, the 
effects of which uary greatly between weapons. For 
euample, some weapons' secondary modes simply 
shoot more bullets, faster, than the primary mode 
[i.e., the K(Yl-33 pistol]. Other secondary modes just 
enhance or modify the primary mode — for euample, 
the thunderbolt crossbow’s Secondary Fire mode is 
simply a powerfulzoom lens. 



Vou can carry three guns at a timej if you'ue already 
got three and want a different one, you must drop = : 
one to make room. This sometimes forces you to 
make hard decisions, both in the single-player 
campaign and in multiplayer battles. : 

The following pages detail each gun in the game. 
At this section's end, a table summarizes the 
important characteristics of each weapon so you 
can easily make comparisons. 

lUe discuss weapons in roughly the same order 
you encounterthem in the single-player game. 


KmziDS KaPBine [BssauLt RiFLe/BPenaoe LauncHBP] 


t*',; 

I 



Primani fire Mode: Full-auto assault rifle 

Secondary fire Mode: Grenade launcher 

Primary Ammo Type and Capacity: Rifle bulletsj 34D 
maHimum — 3D in the weapon and 21D in reserue 

Secondary Ammo Type and Capacity: Grenadesj 4 
maHimum — 2 in the chamber and 2 in reserue 

The Karbine is an assault rifle with an under-mounted 
grenade launcher. 



The Karbine uses rifle grenades that are different i| 
from the hand-thrown grenades couered later in this 
chapter. In other words, you cannot throw Karbine i 
grenades, and you cannot fire thrown grenades 
[such as the clutch grenade] from the Karbine. 


The Karbine 
is effectiue 
at a uariety of 
ranges. It deals 
good damage to 
up-close targets 
due to its high 
rate of fire, and 
it can take on targets at medium range thanks to 
its respectable accuracy. In a pinch, you can euen 
snipe at long-range enemies [particularly in the 
single-player campaignjj howeuer, this is not its 
primary role and is not recommended in multiplayer 
battles. 




The under- 
mounted 
grenade 
launcher is 
what transforms 
the Karbine 
from a modest 
performer to an 
eHtremely uiable weapon. Without it, the Karbine has 
a hard time competing with, say, the E(Y1F cannon 
at short range. With it, you can quickly obliterate a 
crowd of enemies or instantly destroy a single tough 
opponent. 
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Hold down the Secondary Fire button to put a delay 
on the harbine^s grenades. This allows you to bounce 
them around corners or around couer and can turn 
the weapon into a subtler — and deadlier — tool. 

Ulhen to Use 

In the single-player campaign^ you can carry the 
harbine at all timesj it is neuer useless. Howsuer^ by 
the time you reach the later leuels^ you will probably 
abandon the harbine in fauor of more specialized 
weapons — the EmF cannon for short-range worK 
the thunderbolt for long-range attache^ and so forth. 
But agaiiij the harbine is uersatile^ so you cannot go 
wrong by hauing it. 

In multiplayer games^ you probably won-’t carry 
the harbine for its assault rifle^ though you can 
certainly score hills with that feature. Rather^ you-’ll 
carry it for its quich-shooting grenades^ which allow 
you to mow down opponents. 

Though the harbine is uersatile^ multiplayer games 
typically feature more challenging opponents than 
the single-player game^ so use the harbine only at 
the range irs best at — medium. At this range^ the 
weapoiVs accuracy is better than that of^ say^ the 
Hellfire^ and the secondary launcher-’s grenades are 
uery accurate and deadly. There are better weapons 
for both short and long range. 


final Thoughts 



The combination of high ammo capacity and uersa- 
tility allow you to carry the harbine through most 
of the single-player campaign. There is no situation 
in which you cannot use it. Howeuer^ in the game-’s 
later leuels^ abandon it for more specialized 
weapons that deal more damage at uery specific 
ranges. 

In multiplayer battles^ carry the harbine as 
a midrange stopper. Put it away if your style 
emphasizes entremely close combat or long-range 
sniping. 



Km-33 [PiStDL] 



Primary fire mode: Single-shot pistol 

Secondary fire mode: Four-shot burst 

Primary Ammo Type and Capacity: Pistol bulletsj 1 28 
maHimum — IB in the weapon and 1 12 in reserue 

Secondary Ammo Type and Capacity: — 

In its primary state, the K(Yl-33 is a single-shot pistol 
with high ammo capacity. Its Secondary Fire mode 
fires a four-shot burst, trading entra damage for a 
modest decrease in accuracy. 
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The single-shot mode deals modest damage but 
you can use it to good effect if you are an accurate 
shooter^ while you can use the Secondary Fire mode 
to fell enemies quicker at close range. 

Ulhen to Use 

Vou'll probably 
carry the Km-33 
a fair amount 
through the first 
few leuels of 
the single-player 
game, where 
you'll find it 

more effectiue than the harbine against distant enemies. 
Later, howeuer, you will find more potent weapons, 
and you won't find 
many opponents 
wielding the hm-33, 
which makes 
finding ammo a bit 
challenging. Therefore, 
moue onto something 
else when the oppor- 
tunity arises. 

The hm-33 can be a 





respectable lueapon in multiplayer^ prouided that 
you-’re a uery shilled shot luith it and are yood at 
scoring headshots. Vour opponents luill usually 
haue a different ujeapon^ and that lueapon is lihely 
to be easierto use. Therefore^ unless you tahe a 
real shine to the pistol-’s accuracy and are a superb 
close-range marhsmanj go ujith a different ujeapon 
in multiplayer. 


final Thoughts 

Feel free to use the KM-33 wheneuer it’s auailable 
and when no other weapon strikes you as a better 
choice, most players score kills more easily with 
other weapons, but a few will find that this gums 
midrange precision suits their personal style. 


SHattenGun [SHDtiBun] 



Primary fire mode: Single shotgun blast 

Secondarq fire mode: Double shotgun blast [3 shots 
fired simultaneously] 

Primary Amme Type and Capacity: Shotgun shellsj 
120 mauimum — 8 in the chamber and 1 12 in 
reserue 

Secendary Amme Type and Capacity: — 

The shattergun is essentially a combat shotgun. 

Its Primary Fire mode shoots a single shell, while 
its Secondary Fire mode shoots two shells simul- 
taneously, trading reload speed for higher instant 
damage. 



The shattergun is dominant close up. In fact, there 
is no weapon quite as satisfying when you-’re facing 
an enemy at point-blank range. For that reason alone 
we can recommend it. 

Df course, the shattergums effectiueness tapers 
off uery quickly with range, so put it away if yomre 
facing a mid- to long-range confrontation. 


Ulhen to Use 

The shattergun 
appears early 
in the single- 
player game, 
and it is so 
potent up 
close that it 
neuer becomes 
obsolete. The only two reasons to abandon it in later 
leuels are: one, you might find other weapons you 
want to play with, and two, fewer enemies haue it 
later on, so ammo can sometimes be a little scarce. 
But again, the weapon's close-range power is 
unquestioned. 

In multiplayer, the shattergun is the short-range 
player's preferred weapon. Once the battle moues 
to longer range, you must use a different weapon. 
Howeuer, if you plan to fight up close, it’s difficult to 
touch the shattergun's damage and ease of use. 

final Thoughts 

This is one of the most satisfying weapons in the 
game. The Primary Fire mode works well for most 
single-player situations. Howeuer, get in the habit of 
using the Secondary Fire mode, especially in multi- 
player, to manimize the gun's best quality: its ability 
to instantly deal massiue damage. 




Jt 








THUnoePBDLti [EKPLDSiUe-FininB CPD5SBD1U] 



Primani fire Mode: Cmssboiu firing enplnsiue armius 

Secendary Hre Mode: U a ri able zoo m lens 

Primary Amnia Type and Capacity: Cross boiu boltsj 
40 — 10 in the weapon and 30 in reserue 

Secondary Ammo Type and Capacity: — 

Tbe thunderbolt is a crossbow that fires eeplosiue 
arrows. Its secondary mode is a powerful zoom lens 
comparable to that of the echo rifle [which is the 
game-’s primary sniping weapon]. 

Thunderbolt missiles are potent enough to hill 
most enemies in a single shot. Only the uery 
toughest opponents^ such as Storm Guards^ can 
withstand more than one of these enplosiue 
projectiles. 


The thunder- 
bolts powerful 
zoom lens makes 
it a great sniping 
weapon, but it 
has drawbacks. 
First, you can 
only fire at a slow 
rate — so, unlike with an echo rifle, you cannot rapidly 
fire multiple shots at a super-tough target. Second, the 
thunderbolts enplosiue missiles take a while to reach a 
distant target. This means that, unlike with the echo rifle, 
you need to lead a mouing target guite a bit. 


minimize yourtargets mouements by slowing 
or freezing time. This allows greater thunderbolt 
accuracy, as you don't haue to lead a mouing target 
as much [or at all, if time is paused]. 


Thunderbolt miasilea stick in the target for a moment 
before eeploding. The initial shock of the missile 
stuns the enemy, so don't worry about them 
shooting back in the moment between the missile 
strike and the eaplosion. 


These drawbacks do not make the thunderbolt an 
inferior weapon. Thanks to its combination of great 
range, great power, and high ammo supply, we think 
it's the most useful weapon for the single-player 
campaign. 

Ulhen to Use 

Carry the 
thunderbolt 
as much as 
possible in the 
single-player 
game. It can 
serue as your 
primary sniping 
ujeapon rather than the echo rifle^ if you doiVt like 
that ujeapon. In addition^ it is quite useful at medium 
and euen short range^ if you get used to firing it 
from the hip [in other ujords^ ujithout engaging the 
secondarg zoom]. 




Vou can damage yourself with the thunderbolt 


missile's enplosion if you are right nent to the target 
when the crossbow bolt enplodes. Howeuer, this is 
usually uery minor damage [especially compared to 
what the target sustains!] and should not dissuade 
you from firing at close-range enemies. 

Without the thunderbolt or echo rifle, you'll be at 
the mercy of snipers and be unable to pick away at 
big groups of enemies from a safe distance. With 
one of these weapons, you are much more uersatile. 
As we suggested earlier, if forced to pick just one 
of these weapons, we would carry the thunderbolt. 
With its higher ammo reserue and abilitg to one-shot 
kill most opponents, you can really make the 
thunderbolt's ammo last. 

The thunderbolt is a skilled player's weapon in 
multiplayer. Since human players are more erratic 
and unpredictable [and generally better at dodging] 
than Al foes, you'll haue a harder time landing 
thunderbolt shots on mouing human targets. But 
try itj if you're good at it, you'ue got an entremely 
deadlg weapon. 

final Thoughts 

The thunderbolt is truly one of the single-player 
campaign's mainstay weapons. Grab one and carry 
it as long as possihlej it will make euerything you do 
that much easier 








ECHO RiPLE [SRiPEP RiFLE] 



Ulhen to Use 



lUheneuer 
you haue a 
long-range 
target the echo 
rifle is your 
best choice. 

The thunderbolt 
is a uery good 
alternatiuSj especially if you haue the energy 
auailable to slouj time and mahe the shot easier [or 
if the target isirt mouing]. But if gour target requires 
multiple shotSj or if gou doirt haue time energg to 
sparOj the echo rifle is the preferred choice. 


Primary fire mode: Sniper rifle 

Secondary fire mode: Uariable zoom lens 

Primary Ammo Type and Capacity: Sniper rifle bulletsj 
24 manimum — 4 in the ujeapon and BD in 
reserue 

Secondary Ammo Type and Capacity: — 

The echo rifle is the purest sniping ujeapon in the 
game. In its [seldom-useful] primary modSj you 
shoot it ujithout the scopej the Secondary Fire mode 
engages the scope that gou-’ll ujant to use almost 
all the time. 

lUhile the thunderbolt has a better ammo supplg 
and is more uersatile^ the echo rifle deals damage 
faster at entreme range. Neither ujeapon is neces- 
sarilg superiorj the echo rifle is simplg a more 
specialized ujeapon. It does one thing only^ but it is 
uery good at that one thing. 

lUhile the echo rifle-’s rate of fire is not stellar^ you 
can empty its four-chambered rounds into a target 
luith reasonable speed. That translates to a massiue 
amount of damage. The thunderbolt can^t unload 
crossboiu bolts quite as fast, and the bolts tahe 
longerto reach its target. This means you can dispatch 
enemies quicker, on auerage, luith the echo rifle. 

Speed of hills increases still further if gou score 
headshots. The thunderbolrs sloujer projectiles 
mahe headshots difficult unless time is sloiuedj 
luith the echo rifle firing nearlg instant bullets, 
super-damaging headshots become uerg possible. 


The same applies in multiplayer situations, but 
euen more so: A player ujith an echo rifle ujill haue 
an easier time sniping fast-mouing enemies than 
one ujith a thunderbolt. And in a long-range, multi- 
plager shoujdoujn betujeen tujo snipers, one ujith a 
thunderbolt and one ujith an echo rifle, the echo-rifle 
plager has a distinct aduantage, as he can more 
easily auoid the enemy’s crossbouj bolts simply by 
mouing from side to side. 

Put this ujeapon aujay ujheneuer goyre ujithin 
medium range [or less] of the target. Looking through 
the scope gets clumsy at shorter ranges, and at 
close range many ujeapons can deal more damage, 
more easilg, than this one. 






final Thoughts 


Limited ammunition aside, those with a taste for 
sniping will loue the echo rifle. Wheneuer you haue a 
clear shot at long range with this weapon, gou are in 
the driuer-’s seat. 


Considerthis weapon a must in a multiplayer 
battle with long-range opportunities. In single- 
player games, always balance your desire to snipe 
against the auailability of ammo and the type of 
terrain you-’re facingj always keep the echo rifle 
when you're outdoors or in giant indoor spaces, but 
consider dropping it for something else if you're in a 
more confined area. 






d. 


BLODDHOunn iROCHeii/miS5ii.e LBuncHeni 



Primary fire mode: Dumb-fire rochet launcher [no 
guidance] 

Secondary fire mode: Turns rochets into guided 
missiles 

Primary Ammo Type and Capacity: (Ylissilesj 1 6 
manimum — 4 in the weapon and 12 in reserue 

Secondary Ammo Type and Capacity: — 

The Bloodhound-’s primary firing mode shoots 
straight-flying rochets that detonate upon impact, 
damaging targets within a wide radius. 

The Secondary Fire mode deploys a targeting 
screen and turns the rochets into guided missiles. 
By centering the targeting screen-’s cursor on the 
desired target, you can steer the missile in flight. 



"Rochet" is the proper term for an unguided, self- 
propelled projectile, while "missile" denotes a 
guided, self-propelled projectile. Technically, the 
Bloodhound is both a rochet and a missile launcher;; 
the type of weapon you get depends on the firing 
niode you use. ; 

^List for consistency, we generally refer to the ! 
Bloodhound as a missile launcher. 


The Blood- 
hound is the 
ideal weapon 
for destroying 
strongly armored 
targets, such as 
uehicles oreHtra- 
toughfoes such 
as Storm Guards. It may be ouerhill when yoif re dealing 
with standard enemies, though a well-placed missile 
can be uery useful for clearing out dense pachs. 

Standard practice when firing rochets [with the 
Primary Fire mode] is to aim at enemies' feet. That 
way, euen if you miss, the rochet will hit the ground 
nearthe enemy and deal splash damage. Obuiously, 
this rule doesn't apply if you're firing at a helicopter 
or some other armored uehicle. 


PRimH DFFICIHL EHmE GUIDE 



Ulhen to Use 

The Bloodhound 
is a difficult 
weapon to carry 
for long periods 
of time in the 
single-player 
game. It runs 
out of ammo 

uery guichly, rendering it useless. Rlso, its SHtreme 
power isn't truly needed against the majority of your 
opponents. 

Nonetheless, you will face dense pachs of 
enemies, where the Bloodhound will be quite useful. 
Furthermore, you'll also face special opponents that 
you can destroy only with the Bloodhound. 

The Bloodhound is more uersatile in a multiplayer 
game. The ability to shoot four eHtremely potent 
rochets, each with a big enplosiue blast radius, 
opens the doorto multiple hills. Rnd if you aim at 
opponents' feet, you don't need much precision — a 
selling point forthose without super-precise aiming 
shills. 




Vou can easily hill yourself if you shoot the 
Bloodhound at point-blanh range. Be sure that your 
target is a reasonable distance away before firing. 


There won't be many occasions in a multiplayer 
game when you get the chance to stand still and 
guide a missile — but when those opportunities do 
arise, you can easily decimate long-range opponents 
by engaging the Secondary Fire mode and steering 
missiles straight into the target. 

final Thoughts 

n big, powerful weapon, the Bloodhound is limited 
in the single-player campaign by its modest ammo 
supply. But there are times in the game when you 
must haue it. 



In multiplayer games, the Bloodhound mahes a 
disturbingly effectiue medium-range hiller. 

Get in the habit of aiming at walls or 
spots on the ground ratherthan 
directly at opponents, and use 
the splash damage to rack 
up easy hills. 






Emp cannnn [maBnesium-pnnjectiiLe RiPLE] 



Primary fire mode: m a g n e s i u m-p roj e ct i Le Launcher 

Secondary fire mode: Charged-up magnesium- 
projectile launcher 

Primary Ammo Type and Capacity: magnesiurnj 1 E!D 
units manimum — E!D in the ujeapon and IDD in 
reserue 

Secondary Ammo Type and Capacity: — 



gloujing 
magnesium 
projectiles. [Tap 
the trigger to 
fire just onSj or hold doujn the trigger for a steadg 
stream.] These magnesium shots haue a doujnujard 
trajectorg^ so ujhen firing at distant targets^ gou 
must aim higher. 


The EmF 
cannon-’s 
Primarg Fire 
mode shoots 



It is eatremely difficult to hit a target at medium- 


long range with the EmF cannon's Primary Fire mode^ 
because you must judge how high to aim. Switch 
to the Secondary Fire mode [or a different weapon] 
when the target is far away. 


The EmF cannon's primary-mode shots enplode 
in a small blast radius when they hit something. 
Howeuec the damage is not so wide that you should 
euclusiuely try to hill targets with splash damagej 
direct fire is still the way to go. 

The Secondary 
Fire mode 
shoots a biggec 
more damaging 
projectile that 
moues a lot 
fastec goes 
farther^ and 

trauels much straighter than the primary mode's 
shots. When it strikes the target, there is a large, 
damaging blast radius. 




Hold down the triggerto charge up the Secondary 
Fire mode. The longer you hold the trigger, the more 
ammo is consumed [and the more damage done] 
when you euentually let go. 


ThB:only real downsides of the Secondary Fire 
mode are that it eats ammo quickly, and it takes ^ 
somewhat longer between shots than the primary^ 
mode [euen if you're just tapping the Secondary Fire 


button]. 


There is, howeuer, a risk. Once the Secondary Fire 
mode has fully charged, you start taking damage. 
[Lookforthe red uisual cues on your screen to figure 
out when, enactly, you start to get hurt.] Assuming 
that you started at full health [and nothing is 
damaging you in the meantime], you haue a little 
under ID seconds to discharge the weapon after it 
first starts hurting you. Take longer than that, and 
you'll die. 



Fully charging the EfAF cannon in Secondary Fire 
mode uses eight units of ammunition. If you don't 
hold down the trigger long enough to fully charge up, 
you will consume less ammo. 


Ulhen to Use 

The EmF cannon 
is an encellent 
mainstay 
for close- to 
medium-range 
combat in the 
middle to later 
stages of the 
single-player campaign. The Primary Fire mode is 
damaging enough to kill most opponents quickly, 
and it doesn't use much ammo, so you'll use this 
mode the most. 

When you are in a sticky situation, you can 
always switch to Secondary Fire mode, which can 
quickly take down tougher opponents or kill seueral 
weak targets that are bunched together. 



i£7 






In multiplayer situationSj this is an BHcellent 
choicBj in fact you-’ll probably yo for this lueapon 
Duermost others. In multiplayer^ one of the 
challenyes is to remember the ujeapoiVs Secondary 
Fire mode. Ves^ you must charye it up^ and yes^ 
you can damage yourself if you hold the charge 
too long. But the projectile is so damaging and fast 
that irs luorth those trade-offs. If you, say, round a 
corner ujith this ujeapon fully charged and suddenly 
encounter an opponent, you^re at a great aduantage 
and haue an encellent chance to score a siuift hill. 


final Thoughts 

Carry the EmF cannon throughout much of the single- 
player game^ and consider using it as a mainstay 
weapon in multiplayer games. If you use this 
weapon in multiplayec your shill at managing the 
Secondary Fire mode — figuring out when to start 
charging it for euample — will go a long way toward 
deciding your effectiueness with it. 


HELLPIPB [CDfllBinatiDn SUBmaCHiflB BBB/PLamBtHPBlUeP] 

while the submachine-gun mode has better range 
than the flamethrower, neither mode is particularly 
suited to long-range fighting. The submachine gums 
bullets become somewhat inaccurate at longer 
distances, and the flamethrower's flames just stop 
after a short distance. 

Therefore, the main appeals of this weapon are 
its great power and uersatility in short- to medium- 
range combat and its encellent ammo supply. 

Ulhen to Use 



Primary fire Mode: smc [submachine gun] firing 
incendiary bullets 

Secondary Hre Mode: Flamethrower 

Primary Ammo Type and Capacity: SIYIG bulletsj 36D 
maHimum — 45 in the weapon and 315 in reserue 

Secondary Ammo Type and Capacity: Flamethrower 
fuelj 240 units mauimum — 20 in the weapon 
and 220 in reserue 




The He Ilf ire's 
Primary Fire 
mode is a 
submachine gun 
firing euplosiue 
bullets. It can 
fire at a uery 
high speed, and 
its bullets deal quite good damage. 

The Secondary 
Fire mode, 
which uses 
its own ammo 
supply, is a 
flamethrower. 

The flame- 
thrower deals 
seuere damage to targets at close range, and as 
an added benefit, the flames obscure the target's 
uision. 



The Hellfire is a uery good choice as a close- or 
midrange weapon in the single-player game. Its 
power is great for close combat, and its twin ammo 
reserues [one for each firing mode] will keep you 
firing for a long time. 

On the other hand, there are other good choices for 
short-range fighting, such as the shattergun and EIYIF 
cannon. Each weapon has its own merits and disad- 
uantages, so you decide. [The shattergun is more 
of an instant killer but is more limited in range than 
the Hellfirej the ElYlF cannon can deal with ranged 
targets, thanks to its Secondary Fire mode, but the 
Primary Fire mode's shots are a bit slow-mouing.) We 
assure you, though, that you won't go wrong with 
the Hellfire. 

In multiplayer combat, the Hellfire is a stream 
weapon, meaning you must hold the target for 
a moment ortwo ratherthan simply firing and 
forgetting. This means someone with, say, a 
shattergun can take you down quickly, finishing you 



off luith a single pull of the trigger. But gour ujeapen 
has more range and uersatilitg than the shattergun^ 
and sometimes \Vs beneficial to haue that stream of 
firepoujerj especiallg ujhen gour aim starts out a bit 
offj but then is guicklg corrected. 


final Thoughts 

The Hellfire is a uery strong short- to midrange 
performer with big ammo reserues. If gou maneuuer 
to keep gour opponents about SO feet away^ this is 
one of the best choices in the game. 


SUPGe GUn [ELBCtiPiCitiG-BaGeD LUBBPBn] 

Ulhen to Use 




Primary fire Mode: Enplosiue electricitg sphere 

Secondary fire Mode: Continuous electric beam 

Primary Ammo Type and Capacity: Electrical chargej 
B shots worth of primarg fire and about 15 
seconds worth of secondarg fire 

Secondary Ammo Type and Capacity: — 

The surge gun-’s 
Primary Fire 
mode shoots 
a fast-mouing, 
uastlg powerful 
electrical 
sphere that 
detonates on 
contact. The sphere itself is tremendously lethal, 
and anyone caught in its blast sustains seuere 
damage. 

The Secondarg 
Fire mode shoots 
a continuous 
stream of energy 
that can be 
lethal within 
a fraction of a 
second. This 

energy stream trauels a moderate distance, making it 
a good choice for close-range to mid-range battles. 

The weapon is a true powerhouse and has but 
a single weakness: ammo supply. The Primary 
Fire mode eehausts the weapon^s ammo supply 
in merely sin shotsj the secondary mode can fire 
continuously for about 15 seconds — which is 
actually a lot of killing power, when you consider 
that a fraction-of-a-second pulse can be lethal. 

But it’s still a uery limited amount of ammo when 
compared to just about any other weapon. 



The surge gun is a hard gun to hold on to in the 
single-plager game. It chews through ammo uery 
guicklg and not many enemies carry it, so if you 
insist on keeping it, you may spend lots of time 
with an empty weapon, fis a result, we grab these 
weapons when theg're auailable, use them for a 
while, and then discard them in fauor of something 
with more ammo capacitg. 

That said, gou-’d be hard-pressed to find a better 
gun for getting gou out of a jam. If you can rely on 
your othertwo guns most of the time and only pull 
out the surge gun when things trulg get uglg, you 
can make this weapon pay off in a big wag. 

multiplayer games are less about ammo supplg 
than instant killing power, and the surge gun has 
that in spades. The enplosiue Primary Fire mode can 
score quick, easy multikills, while the secondary 
beam mode is great forzapping single opponents 
without completely draining gour ammo supply. lUe 
heartily recommend this weapon for multiplayer 
gamesj just haue an ammo supply or a backup 
weapon ready. 

final Thoughts 

This lueapon luould be Dueauhelmingly poiuerful and 
uniuersally recommended if not for its limited ammo. 
That limitation makes it tough to use as a single- 
plager mainstag^ but it cairt dim our recommen- 
dation for multiplager. Pick it up and use it luheneuer 
possible in multiplager situations. 



This is the only weapon that cannot tae replenished 
by an ammo crate. Once irs empty^ its useless — 
so throw it away in fauor of a different gun. 



I’S 
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d. 

uieapon summary 

The folloujing table compares each weapon in the game in seueral hey areas. Both Primary and Secondary 
Fire modes are couered. 


hm-33 pistol [Primary] 

LOUJ 

High 

medium 

medium 

Auerage 

No 

hm-33 pistol 
[Secondary] 

LOUJ 

medium 

High 

medium 

Auerage 

No 

hm3103 Karbine 
[Primary] 

LOUJ 

High 

Uerg high 

High 

Auerage 

No 

hm2iD3 Karbine 
[Secondary] 

High 

High 

LOUJ 

Uery louj 

Auerage 

No 

Shattergun [Primary] 

High 

Uery low 

medium 

medium 

Near 

No 

Shattergun [Secondary] 

Uery High 

Uery low 

Low 

medium 

Near 

No 

Echo rifle [Primary] 

High 

Uery low 

Low 

Uery low 

Near 

No 

Echo rifle [Secondary] 

High 

Uery high 

Low 

Uery low 

Uery far 

ves 

Bloodhound [Primary] 

Uery high 

High 

LOUJ 

LOUJ 

Far 

No 

Bloodhound [Secondary] 

Uerg high 

Uerg high 

LOUJ 

LOUJ 

Far 

Ues 

Thunderbolt [Primary] 

High 

High 

LOUJ 

medium 

Far 

No 

Thunderbolt [Secondary] 

High 

Uerg high 

LOUJ 

medium 

Uery far 

Ves 

EIYIF Cannon [Primary] 

medium 

medium 

medium 

High 

huerage 

No 

E(Y1F Cannon [Secondary] 

Uery high 

High 

Uery low 

Low 

Far 

No 

Hellfire [Primary] 

medium 

medium 

High 

High 

huerage 

No 

Hellfire [Secondary] 

medium 

medium 

medium 

High 

Near 

No 

Surge gun [Primary] 

High 

medium 

High 

High 

Far 

No 

Surge gun [Secondary] 

Ultra High 

High 

LOUJ 

medium 

Far 

No 



There are four grenade-style weapons in the game: the clutch grenadOj laser minSj spring mine^ and swarm 
grenade. Each has a distinctiue use and behauior. 


CLUtcH BPenaDB 



Clutch grenades are the game's 
default grenades. They’re the 
only type of grenade that your 
enemies will use in single- 
player games, and they're 
the grenades that you'll 
use the most in that 
game mode. 



fl clutch 
grenade will 
stich to a 
humanoid 
target. If it 
doesn't hit 
a humanoid 
target, it 

bounces and rolls lihe a regular grenade, detonating 
a few seconds after being thrown. The blast radius 
is significant, capable of hilling multiple opponents 
simultaneously. 








Clutch grenades neuer lose their sticking abilitg — 
euen after theg touch the ground. Therefore, don^t be 
afraid to roll a clutch grenade at an opponent rather 
than lobbing itj the grenade will stick to feet and 
legs euen if it has alreadg bounced a couple times. 

There are 
seueral ways 
to use clutch 
grenades. 

Throwing them 
into a group 
is the more 
straightforward. 

\Vs usually best to stick the grenade to one of the 
group members. That wag at least one of them will 
be incapable of escaping. Howeuer, euen if gou just 
drop the clutch grenade on the ground, it can be 
uery effectiue. Al opponents aren-’t great at auoiding 
these grenadesj human players are generally better 
at it. 

The other 
use for these 
grenades is to 
flush opponents 
out of couer. Lob 
them ouer the 
couer or bounce 
them around a 
corner the opponent is hiding behind. At best, you-’ll 
damage or kill the target at worst, gou can make 
him moue, which usuallg giues you a clean shot 
with your primary weapon. 


If you see a clutch grenade coming gour wag in 
the single-player game, immediatBlij slow time and 
simultaneouslg slide left or right. This preuents the 
grenade from sticking to you. After you auoid that, 
keep mouing a wag from whereuer the grenade fell. 



If the grenade goes past you, irs often best to run^ 
toward thB enemy that threw it. make sure you'ue^ 
got a suitable gun equipped and be ready to start ? 
shooting as you run. ■ 



Auoiding incoming clutch grenades is one of the 
most important skills in the single-player game. Get 
in the habit of slowing time the instant you see an - 
incoming clutch grenade^s distinctiue blue glow. : 

Use clutch grenades frequently in the single-player 
campaignj doiVt be miserly with them. Enemies 
often drop them, so you will get more euentually. 




I 








Laser mine 



Laser mines are essentially 
traps. Shortly after you throw 
them, they emit a red laser 
beam. The mine enplodes 
when someone walks 
through the beam [or when 
the mine itself is heauily 
damaged by enplosions or 
weapons fire]. 



If you throw a laser mine onto the floor, the red 
laser beam shoots straight toward the ceiling. This 
is usually not what you want, since a uertical beam 
is easy to see and easy to auoid. irs better to throw 
the laser mine onto a wall, where it sticks and 
shoots out a horizontal beam that acts as a trip wire. 




d. 



A laser miners damage comes from the mine, not 
the laser beam. The beam is simply a detonating : 
mechanism. Therefore, if you see a laser mine with a 
uery long laser beam, irs perfectly safe to cross the 
beam if you do so far enough from the mine. 

When placing laser mines, rememberto place 
them in locations where the beams will be shortj 
otherwise, opponents can simply cross the beam at 
the farthest point from the mine. 



Vou-’ll use 
laser mines both 
as traps and 
as insurance 
in multiplayer 
games. Lay 
them down in 
uarious spots 
as traps for the unwary or use them to guard the 
approach to your current position. If your back 
is guarded by laser mines, keep an ear open for 
eHplosionsj they will alert you to the fact that 
someone is behind you, and has tripped the mine. 



If you're sniping from a place that's accessible only 
from one direction, consider guarding your back with 
laser mines so nobody can sneak up on you. t 


sppinB mine 



Vou can plant spring mines 
only in soft ground — not on 
metal or concrete floors. 
When you deploy them, they 
burrow into the earth and 
lie in wait for passersby. 
When someone gets close, 
they briefly poke out of the 
ground, and then shoot into 
the air and detonate. 



If you try to throw a spring mine onto hard ground, it 
remains dormant and can be picked up again. 


Spring mines, 
like laser mines, 
are made for 
multiplayer 
[though you 
will encounter 
pre-placed 
minefields in 

the single-player game]. Use them to set nasty traps 
in high-traffic areas or to guard your back if you plan 
to hide somewhere near soft ground. 

Remember: as you approach a spring mine its 
top pokes out of the ground. Watch forthese small 
warning markers as you trauerse soft ground. Also, 
as you familiarize yourself with multiplayer maps, 
get to know the terrain and not places where spring 
mines may be placed. Any time you see the top of a 
spring mine, back up and choose another path. Dr, if 
the mine has already sprung up, freeze time and then 
get away before it detonates. 

siuanm BPenaDe 




Swarm grenades are essentially tiny, robotic gun 
turrets with wings. When you release one, it flies 
into the air and looks for enemies. It then repeatedly 
shoots those enemies with a small laser. 



If you release 
a swarm 
grenade and 
it sees no 
enemies, it 
drops back to 
the ground after 
a moment or 
two. Vou may then reclaim it. 



Swarm 
grenades are 
great tools of 
distraction. 
While they’re 
definitely 
capable of 
scoring kills 

on their own, it's best to send them up and then 
follow them in with weapons fire. The combination 
of firepower plus the distracting effect of the swarm 
grenade houering ouerthe opponent will giue you a 
decided aduantage in any fight. 
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TimE PDUJERS 


UJhile not a lueapon per se^ your Beta Suirs time poiuers are an integral part of your TimBShift arsenal, 
manipulating time correctly can giue you a big aduantage in any fight on the flip side^ squandering your 
suits time energy can leaue you in a terrible situation. 


Here-’s a looh at your time poujers. lUe-’ll discuss ujhen you can use thent ujhen you should use thent and 
hoiu to get the most out of them. 


THE Beta suit anu Time enenss 

Vourtime suit has a limited supplg of time energg. 
Any use of the Time Control button luill immediately 
start draining that energg. When the energg runs out, 
time resumes its normal floiu. 



Instead of letting your time powers run until the 
energy depletes, press the Time Control button a 
second time to deactiuate the power and conserue 
energy. 


Time energy starts to regenerate after seueral 
seconds of inactiuitg. The energy regenerates uery 
slowly at first, and then picks up speed until you-’re 
back to full power. 



Time energy regenerates faster if you allow it to 
recharge without interruption. Therefore, irs best to 
let it fully recharge instead of continually using it 
after recouering just a portion of the energy. 

managing time energg is one of the most 
important techniques in the game. Specifically, you 
want to haue full time energy before you attempt 
any difficult feat or time-based puzzle. And you want 
to haue some time energy in reserue wheneuer you 
get ambushed [or otherwise get into hot water]. 
Being able to slow or stop time makes any situation 
easier, so keep that ability auailable as often as 
possible. 



Pressing the Time Control button actiuates the 
default time powerj if you want a power other than 
the default, you^ll haue to manually select it [see 
Chapter One for details]. The default time power 
changes based on the situation. Usually it is 
time-slow, but when facing specific obstacles or 
enemies it may become time-stop ortime-reuerse. 



S.S.A.m. is a computer assistant that helps you 
use the aduanced functions of your beta time ' 
suit. S.S.A.m. is also one of your key aduantayes 
ouer Krone: his alpha suit does not haue this 
\ aduanced computer. 

UJheneuer you yet a hint about what time 
' power to use in a specific situation, S.S.A.m. 

is the one prouidiny it. Ditto for default time 
I powers: S.S.A.m. is in charye of decidiny which 
I time power is actiue by default. As you proceed 
* throuyh the yame you'll notice that S.S.A.m. 

; chanyes default powers based on the situation. 
I For euample, when fiyhtiny Storm Guards your 

I suit will usually default to time-stop, allowiny 
you to effectiuely pierce their temporal shields. 
And when you enter a situation that demands 
time-reuerse, that will typically become the 
default power. 

Finally, S.S.A.m. is capable of assimilatiny 
and recordiny a uast amount of data from its 
surroundings. This ability figures prominently in 
the storyline [but we won't say any more about 
itj you'll just haue to play the yame to find out)! 


Time-SLeiu 



UJben gou 
press tbe Time 
Control button, 
gou usuallg 
slow time bg 
default. lUhen 
this happens, 
gou continue 

to moue and act at normal speed, but eueryone and 
euerything around you is slowed. Enemies moue and 
fire more slowlyj eleuators rise and fall more slowlyj 
euen bullets in midairtrauel at a greatly reduced 
speed, so you can auoid many types of projectiles. 


Slowing time consumes the least amount of 
energy of any time suit function, so you can keep 
time slowed for seueral seconds at a time. 












d. 



Because 
time-slouj giues 
you a good 
aduantage in 
combatj and the 
effect lasts for 
guite a luhilCj it 
should be your 
most freguently used time poujer. Use it to improue 
your shot accuracy or to deal ujith any difficult 
situation. [See the time poujer tips in Chapter 3 for 
more suggestions on houj to use time-slouj.] 


Time-stinp 

Time-stop [also referred to as ^pausing-’" or 
"'■freezing-’" time in this booh] causes euerything 
around you to halt including enemies^ bullets^ fire^ 
and electricity. 



[usually 
electricity or 
fire] that ujould 
otherujise be 


lethal. And 


you can get 
perfect shots at 
completely motionless enemies. 


UJith time froze 
obstacles 



Time-stop is obuiously more effectiue than 
time-slouj in combat situations^ because your 
enemies i«Jon"t hurt you at all ujhile time is frozen, 
nor ujill they moue, so you can shoot them ujith 
perfect accuracy. But you can engage time-stop 
for only a feuj seconds at a time, so in most cases 
irs better to use time-sloiu. Cnly engage time-stop 
luhen facing an enemy or obstacle that truly 
demands you freeze time. 
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Time-RBuense 

Time-reuerse causes time to flow backward. A few 
situations^ such as certain time puzzles^ specifically 
demand this power. At those times, your Beta Suit 
automatically sets the default action of your Time 
Control button to time-reuerse, so you just haue to 
tap that button to reuerse time. 



Time-reuerse is often used for nauigating through 
otherwise-impassable spots. For euample, if you 
need to reach a higher leuel but the eleuator is 
dropping instead of rising, you can get on the 
eleuator and reuerse timej this makes the eleuator 
reuerse and rise back to the top. 



A form of time-reuerse appears in multiplayer games, 
thanks to time grenades. Refer to Chapter 9, "multi- 
playerTips,’* for information on time grenades and 
that specific form of time-reuerse. 



Refer to the walkthrough chapters [4 through 8] 
for specific instructions on using time-reuerse to 
nauigate puzzles. 











This chapter BHplains the basics of hoiu to succeed in TimBShift. Though you can apply many of the tips in 
this chapter to both single-player and multiplayer games^ the focus here is primarily on single-player. [See 
Chapter 3 for multiplayer-specific aduice.] 

This chapter ujill prouide you all the basic tools needed to play through the single-player game. Then you 
can refer to Chapters 4 through 8 for help ujith specific parts of the game that are giuing you trouble. 


mnnHcinc uiBHPDns nno hihihd 


Vou can carry three primary [gun-type] ujeapons at any giuen time^ plus an array of grenades. The lueapons 
you choose and the amount of ammo you collect luill greatly affect the game-’s difficulty. 


HDiu tiD BBti lueapnns ann nmmn 



If you lualh across a gun lying in the enuironment a 
feiu things can happen: 


■ If you doirt already haue this type of ujeapon^ 
and you are not already carrying your full 
complement of three guns^ you automatically 
pich up the ujeapon. 

■ If you doirt already haue this ujeapon^ but you da 
haue three other ujeapons^ you can press the Use 
button to drop your currently equipped gun and 
replace it ujith the neuj one. 

■ If you already possess this type of ujeapon^ but 
you doirt haue full ammo for it you automat- 
ically obtain ammo from the ujeapon on the 
ground. 

■ If you already possess this type of ujeapoit and 
you haue full ammo for it the lueapon remains 
ujhere you found it. Vou can come back for it 
later, hoiueuer, luhen you do need ammo. 

fallen fnemies* Uleapons 

Fallen enemies-’ ujeapons neuer contain full ammo. 
Houjeuer, by continually collecting fallen enemies-* 
guns, you can ensure yourself a steady ammo 
supply. 

Since fallen enemies are a consistent source of 
ammunition, its beneficial to use the same type of 
guns they do. 


Ulea|ions in Containers 

UJeapons 
often appear 
in special 
gloujing chests 
or in sealed 
ujeapon racks. 
Dn ujeapon 
racks, look for a 
gloujing button on the rack-’s side. Press the button 
to open the rack and get the guns. Houjeuer, if you 
cannot press the button, the rack is sealed. 

Weapons 
in containers 
are alujays 
fully stocked 
ujith ammo. 

Therefore, they 
offer a great 
ujay to sujitch 
to a neuj lueapon ujithout luorrying about collecting 
ammo for it. They^re also a great ujay of topping off 
ammo if you already possess that lueapon. 




Uleapon-Grabbing 


Vou haue 
the ability to 
grab enemy 
weapons while 
time is paused. 
Here are the 
rules for doing 
this: 



• Time must be paused. Just slowing it down won't 
enable weapon-grabbing. 

• Vou must be right nent to the enemy and looking 
at the weapon. 

■ If you already possess the type of weapon 
you're trying to grab^ you must haue space in 
your ammo reserue. If you're already carrying 
maHimum ammo forthat weapon, you can't grab 
the opponent’s weapon. 




<i j!iiiii!iti!iiiT^?w>mTn 
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■ Vour enemy must be human. Flash Guards^ Shock 
Guards^ and UJarp Guards^ luho lue-’U discuss 
later in this chapter^ are roboticj they grip their 
lueapons too hard for you to steal them. 

■ Sometimes euen humans haue tight grips on their 
ujeaponSj making the guns impossible to grab. 
The onlg ujay to knouj ujhether a human enemy is 
holding a lueapon too tightly is to try to snatch it. 

If you already possess three ujeapons^ and the 
lueapon you^re grabbing is not one of those three 
types, you^ll automatically drop your currently 
equipped ujeapon in fauor of the ujeapon you^re 
stealing. 



If you don^t want the weapon you stole, just drop it 
and take back the weapon you lost. 


irs important to note the ammo restriction on 
stealing weapons. If gou haue a full ammo reserue 
for the weapon type you want to steal, you must 
make room before you-’re allowed to grab it. The 
easiest way is to equip that weapon, fire a shot or 
two, and then reload. Now you haue some empty 
space in your ammo reserue, and you can steal the 
weapon. 



Reloading is necessary to make room for a grabbed 
weapon, irs not enough just to haue empty space in 
the weaponj you need space in your backup reserue. 
Reloading the weapon remoues ammo from that 
reserue, thus clearing the way forthe grab. 



lUeaponless 
enemies 
are largelg 
helpless. They 
tend to stand 
in place and 
cowerj you can 
usually ignore 
them after disarming them. Howeuer, if you leaue a 
weapon on the ground nearbg, they will sometimes 
claim it. If they succeed, they are armed again and 
will resume standard combat behauior. 



To preuent weaponless enemies from re-arming, 
either kill them or immediately pick up any dropped = 
weapons in the uicinity. 


PRimH DFFICIHL EHmE GUIDE 


Ammo Chests 



Ammo chests are scattered throughout most leuels. 
Unlike weapon chests, they do not glow, so pay a 
bit more attention. Stand neHtto an ammo chest 
to slowly gain ammunition for all three of your 
currently carried weapons. The ammo gain continues 
until all your weapons are topped off. Ammo chests 
haue an unlimited supply. Vou can come back to 
them repeatedly. 



Ammo chest will not restock for the surge gun. This is 
the only gun that cannot benefit from an ammo chest. 


The most important thing about ammo chests 
is that they supply ammo for any weapon you-’re 
carrying. This allows gou to carry weapons you 
otherwise couldiVt, due to ammo shortages. For 
eHample, a particular leuel might not contain any 
echo rifles in chests, and it might not haue any 
opponents with echo rifles. Thars bad news if you-’re 
carrying an echo rifle, because you can-’t raid a 
weapon chest or shoot an enemy to collect ammo. 
But if the leuel contains a few ammo chests, you 
can stock up your echo rifle-’s ammo supply. 

lUHiCH lueapnns tn canny 

Now that you know hauj to collect weapons, which 
ones should you carry? Here are a few suggestions. 



Our walkthroughs in Chapters 4-B giue tips on which 
weapons are best for a particular leuel orfor a 
particular section of a leuel. 


Tahe a Uariety 

Vou need 
weapons that 
can handle 
opponents at all 
ranges: short, 
medium, and 
long. Therefore, 
carry a min of 
weapons that couer all those ranges. 







Vou can do this in a couple of ujays. One luay 
is to take three specialized lueapons and quickly 
shuffle betujeen thenij dependiny on your target. For 
eHamplOj if you haue a shatterguiij harbinOj and echo 
riflCj pull out the shattergun for close ujorK siuitch 
to the harbine for midrange^ and use the echo rifle for 
long-range shooting. 

Dr^ you could take a Hellfirej an EmF cannon^ and a 
thunderbolt. lUhile there are some range differences 
betujeen these three lueapons [i.e.^ the thunderbolt is 
betterthan the others for long-range combat], you could 
use any of them for most situations. In that case, you^d 
mainly use the lueapon you feel most comfortable luith 
[orthat you haue the most ammo for]. 


There are no situations in ujhich you take a 
ujeapon you like, but think tujice about lugging one 
of the aforementioned ujeapons through a big chunk 
of a leuel, especially ujhen ammo sources are not 
forthcoming. 



Again, our walkthroughs periodically suggest 
weapons for a giuen leuel. Referto ourtips if you're 
perplened about what to carry. 


Consider Temporary Pich-Ups 


Either approach worhs^ but you-’ll probably be a 
better player if you use specialized weapons. By 
forcing yourself to switch between specialized 
weapons^ you get into the habit of using the best 
weapon for a particular situation. This giues you a 
distinct edge in combat. 

Consider Ammnnition 

Another consideration is ammunition. Some leuels 
haue enough ammo chests that you can afford to 
carry any weapon you choose. Others are a little 
more sparse with the ammo chestSj which can 
cause problems — especially when you-’re carrying 
the Bloodhound [or to a lesser entent the echo riflejj 
these weapons chew through ammo uery guichly. 


When dealing 
with weapons 
that guichly eat 
ammo^ a good 
compromise is 
to tahe them 
briefly^ use 
them, and 

discard them when their ammo runs dry. 

When doing this, drop a uery common weapon 
in eHchange forthe temporary weapon. That way, 
when you euentually discard the temporary weapon, 
you can easily find a replacement forthe one you 
sacrificed earlier. 




BEnERHL CnmEHT TECHniQUES 


The following combat technigues apply to most shooter-style games — but we'll reuiew them briefly, just for 
the sahe of completeness. 



Strategies that use your unique time powers are 
couered in the nent section. 


PiBHt pram cnuen 

vourm 

opponents are 
not great at 
adjusting their 
fire to defeat 
your couer. In 
other words, if 
you're standing 
behind partial couerthat hides your legs and part of 
your chest, seueral enemy shots will slam into that 
couer ratherthan hit you. [fi human opponent would 
immediately switch to headshots.j 


This means that partial couer is uery beneficial. 
Howeuer, if you are getting hurt, you need to look for 
couerthat hides your entire body. 



If you're facing multiple enemies, some may 
charge in and try to rush behind your couer. Wait 
for them to appear, then greet them with your best 
short-range weapon. 









cnnsiDen Gnenaoes 



matcH lueaPGns tn situatiGns 


Alluays pick a lueapon appropriate to the range 
you-’re fighting at. DoiVt get locked into using a 
single lueapon at mang ranges. For enamplej ujhile 
you can use a thunderbolt at multiple ranges^ you 
should generally put it aujay ujhen you-’re facing 
short-range opponents. Bring out a Hellfire or 
shattergun instead. These lueapons are tailored for 
short-range battle and ujill complete the job more 
guickly and efficiently. Also^ this ujay you ujoiVt 
ujaste all your thunderbolt ammo and haue nothing 
left in a long-range fight. 


manaBB SHiBLDS 



Vour shields drop luhen you^re hit by ujeapons fire, 
monitorthern at all times. lUhen you^re seriously hurt^ 
hide behind full couer or retreat to a part of the leuel 
that you^ue already cleared. Wait for your shields to 
fully regenerate^ then get back into the fray. 



V 


m 


Like yoLirtime suit’s energy, your shields euentually 
regenerate. This happens slowly at first, taut the speed 
of regeneration gradually increases as more time goes 
by without you getting hit. Because of this, when 
you’re injured, it’s best to leaue the fight completely^ if 
you get hit tag just one stray bullet, you’ll interrupt [and 
greatly slow] your shield regeneration. 



Vou haue 
uarious tgpes 
of grenades at 
gour disposal. 
[See Chapter B 
for a reuiew of 
grenade types.] 
They’re best 

used when facing big groups of enemies or partic- 
ularlg tough enemies, or when gou’re trying to hit 
someone who’s hidden behind good couer. 



Conuersely, 
always look 
for incoming 
grenades. Vour 
Al opponents 
use only clutch 
grenades, but 
they make up 
for this by using them quite a bit. Always watch for 
the blue flare of an incoming clutch grenade, and 
start mouing sideways [preferably while slowing 
time to giue yourself more margin for error] to auoid 
it striking gou. 



If you get hit with a Clutch Grenade, all is not lost. 
PLiickly press the Time Control button. If you’re fast 
enough, your time powers will [briefly] be set to 


Reuerse, and you can make that grenade pop back : 
off. HboR 3B0 players: The first time you do this, you 
also unlock an Rtaon Liue Achieuement. : 


mnUB LBtiBPaLLB lUHBB BBti 
BBHinn CBUBP 

If you don’t haue any couer, moue laterally while 
you fight. Slide left or right, then switch direction 
this fakes out your enemies. As you get more 
enperienced, throw jumping into this min — it’s 
possible to jump ouer some enemy shots while 
mouing sideways [or at least conuert what would 
haue been deadly headshots into less-damaging 
torso shots]. 

Him PBP tiHB HBaO 

since 

headshots deal 
substantially 
more damage 
than any other 
type of hit, it 
pays to aim for 
the head. Bo 

this, especially, when time is slowed or stopped, 
and it’s easierto aim precisely. 
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USIHB TimESHIFT HBILITIES , 


chapter 2 prouided an oueruiew of yourtime energy and yourthree time-shifting abilities [slow time, stop 
time, and rewind time]. Here are some more-specific tips for getting the most out of this ability. 


SLDiiJ ann sniPe 

when you see 
enemies at 
a distance, a 
common tactic 
is to slow time 
and snipe them. 
Dr, if you lack 
a true sniping 
weapon, get just a bit closer and pick away at them 
with your best midrange weapon. 

The benefits of this technigue are obuious: With 
time slowed, your enemies moue slower, which 
makes sniping much easier. This is especially 
true if they're trying to run, and euen more so if 
you're using the thunderbolt [with its not-so-fast 
projectiles). Also, with time slowed, you won't take 
nearly as much incoming fire. 

When yourtime energy runs low, duck behind 
couer until it regenerates. Then repeat. 

SLDliJ ann 

If you are close 
to an enemy 
group, your 
tactics will 
change. Instead 
of sniping, you 
may slow time 
and run into the 
midst of your opponents. Vou can moue a lot faster 
than them and couer a lot of ground while they're 
slowedj this, combined with the fact that your 
melee strike is uery powerful, allows you to beat 
down seueral opponents before you run out of time 
energy. 

A uariant of this tactic is to slow time, run amidst 
your enemies, and shoot them with a potent short- 
range weapon. If you haue, say, a shattergun, you 
can clean up enemies euen fasterthan you would 
by punching. 

When yourtime energy runs out, be sure to either 
clear out most of your enemies or be back behind 
couer. If it runs out while you're still surrounded, you 
may be in serious trouble. 


SLDiJj ano Escape 

This technigue should be at the top of your playbook, 
especially wheneuer you're uncertain what you'll 
face. With this technigue, you saue some time energy 
in case things get out of control, maybe you'll be 
ambushed, or maybe there are just more opponents 
in a giuen area than you OHpectedj if you haue time 
energy to spare, you can slow time and escape the 
mess much easierthan you could in realtime. 

Once you slow time, either shoot the nearest 
enemies, thus clearing away your biggest threats, or 
run back to better couer [or both]. 


pause ano SHUut 



Instead of slowing time and attacking, you can 
pause time and attack. The disaduantage of this is 
you can't pause time for as long as you can slow it. 
That's why you usually slow time instead. Howeuer, 
there are distinct aduantages to pausing time. Uou 
should pause time wheneuerthese conditions 
occur: 

Vou" re facing superelusive enemies. Some 
enemies, like jetpack soldiers, are entremely 
mobile and hard to hit — euen when time is 
slowed. Therefore, pause time and get a perfect 
shot at them. 

Vou" re facing Storm Guards. Storm Guards haue 
energy shields that are neutralized when time is 
paused. Therefore, pausing time makes them a 
lot easier to kill. 

Vou want to cross an obstacle that might 
otherwise hill gou. Fire, electricity, and other 
enuironmental hazards are rendered temporarily 
harmless when you pause time. Slowing time 
confers no such benefit. 



meLEE 
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ReuiiRD Time uieen caLbee fdp 



There are only a 
few obstacles 
or puzzles that 
demand time- 
reuerse, and 
when you reach 
them, your 
time suit will 
automatically select the rewind power. Therefore, 
you domt need to worry much about this power. 


The only other situation that demands time-reuerse 
is getting stuch by a grenade. If you're stuck by a 


clutch grenade that hasn't yet detonated, guickly 
reuersing time is often the only thing that'll saue 
you. Be fast on the Time Control button, and you'll 
rescue yourself from any number of potentially 
deadly grenade blasts. 



Our walkthrough notes euery instance in the 
game that requires you to rewind time. Check the 
walkthrough wheneuer you're unsure when to use 
this power. 


THE □PPDSITIDn 


UJb-’U close out the chapter luith some info on the most common enemies of the single-player game. Keep 
these tips and factoids in mind as you play. 
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TUPicaL Enenui BEHauinn 


The uast majority of your enemies in the single- 
player game are human soldiers. Despite their 
differing ujeapons and uarious degrees of armory 
they tend to act in similar ujays: 

■ They use couer but ujill also rush to get behind 
ijaur couer. If you-’re facing a big group^ enpect at 
least a feuj of them to charge your position. Haue 
a short-range ujeapon trained on the spot ujhere 
they^re likely to appear. 


■ lUhen they lack coubd they tend to stand and fire^ 
then moue around a bit then stand and fire again. 
They’re easiest to hit ujhen they’re standing and 
firing [or reloading]. 


■ They can 
punch and 
generally 
fight uery 
ujbU at close 



range. Its 
best to haue 
some time 

energy to spare ujhen fighting in close^ so you 
can slouj your opponents doujn and deal ujith 
them more easily. 


■ They throuj 
grenades uery 
accurately and 
tend to throuj 
only ujhen they 
haue a chance 
to stick you 
ujith one. Once 
the grenade appears^ moue sideujays to auoid it. 

■ Just because you shoot them doujn doesyt mean 
they’re dead. They can get back up^ and they 

can shoot at you luhilB ttiBij'rB still lying an thB 
floor. Watch out for this: If the enemy is falling 
and his ujeapon flies from his hand^ yayue killed 
him. If not enpect him to fire from the ground or 
Buentually get back up. 

■ Vou can shoot ujeapons from their hands. If 
you aim at the gun in a soldier-’s hand^ you can 
disarm him ujithout killing him. Voyll knouj 
ynyuB done this if the ujeapon flies aujay but the 
soldier remains standing [and looking more than 

a bit confused]. This is a neat trick [and fun ujhen 
it happens]j but tough to accomplish on a regular 
basis. We doiVt recommend shooting ujeapons 
on purpose^ thereforej just enjoy it ujhen it 
happens. 








■ Any soldier is capable of manning a turret. 
Therefore^ doirt assume that you-’re done ujith a 
turret just because you shot the gunnerj if more 
enemies are in the uicinity^ you may be facing 
another turret gunner shortly. 

■ lUhile they tend not to use Secondary Fire modes 
in obuious luays^ soldiers ujith harbines ujill 
occasionally use the Secondary [grenade] mode 
of that lueapon, so beiuare. 

Nouj lue^ll discuss the uarious common enemg 
tgpes you^llface. 


KPnne Guanns [SGLDiens] 



This big 
categorg 
encompasses 
most of the 
bad guys you^ll 
face. In our 
ujalhthrough, 
uje refer to 

Krone guards as soldiers^ troopers, and magistrate 
troops. 




Generally speahing, if we referto a generic soldier- 
type enemy, we mean a Krone guardj all the terms we 
just mentioned are interchangeable in this booh. 


Krone guards are generally distinguished by their 
gear. For euample, a Krone guard wearing body armor 
and a helmet will absorb more punishment than one 
without armor. Eupect to shoot [or punch] these guys 
a couple eutra times before they fall. 




We sometimes 
referto unarmored 
Krone guards as 
^^technicians"^ [or 
techs], because 
they" re typically 
found fining things or 
operating computers or machinery. The actual front-line 
troopers usually haue more armor and better weapons 
than technicians. Despite their lack of armor, though, 
technicians are still armed, so don"t ignore them. 


lUeapon type 
is the other big 
distinguisher of 
Krone guards, 
most of these 
guys wield 
Karbines, but 
some haue 

heauier-duty gear. A soldier with a Karbine might 
not be an immediate prioritg, but a soldier with 
a Bloodhound missile launcher demands your 
immediate attention! 

Sometimes 
we mention 
snipers in the 
walkthrough. 

Snipers are 
just Krone 
guards with 
thunderbolts or 
echo rifles who haue typically positioned themselues 
up high. Take them out before most other enemiesj 
thanks to their superior weapons, theg"ll cause you a 
great deal of anguish if you let them hue. 


Watch forthe red laser beam of an enemy sniper"^] 
echo riflej this is often the best tip-off that a sniperji 
is in the area. M 
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when fighting these guySj fire from behind couer 
if possible. Snipe them with long-renge weapons 
when you canj usually you are a better shot than 
they are. 

If you must 
fight Krone 
guards up close^ 
slow time to 
giue yourself 
an aduantage. 

Use grenades 
against big 

clusters but not against lonersj they just aren-’t 
tough enough to warrant grenades. 




Jetpack soldiers are uery difficult to hit when 
mouing from one spot to another, and they can be 
a little tricky to hit euen when they're maintaining 
position and firing at you. 



when facing a large group of these soldiers, prioritize 
your kills by enemy position and weapon type. First, 
take down anyone with a really dangerous weapon 
[like a Bloodhound or echo rifle] and anyone in a 
position to cause you serious trouble [right newt 
to you, for enample, or up high, where he can see 
behind your couer]. Then take on the rest, starting 
with the nearest and working your way to the 
farthest. 


jetPaCK SDLDiBPS 



Jetpack soldiers are flying Krone 
guards. Unfortunately, they’re more 
durable than a typical soldier and 
often fire EmF cannons. 


The real problem with these 
guys is that they’re hard to hit. 
Theirtypical modus is to flit 
to one position, houerthere 
[sometimes they drift a bit euen 
after they reach their desired 
spot], and shoot at you. After a short while, they zip 
ouerto a new spot. 
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To fight these 
guys, slow or 
pause time 
[thus ensuring 
an easier shot] 
and then pick 
them off with a 
thunderbolt or 
echo rifle. At the standard difficulty leuel, a single 
thunderbolt shot ortwo quick echo rifle shots should 
do the trick. 


When you're out of time energy, hide. Try to get 
behind full couerj rememberthat these enemies can 
fly, so if s best to be protected ouerhead as well as 
from the side. Reemerge only when you haue more 
time energy. 


FLaSH BUaPDS 



Flash Guards are 
cybernetic foes 
who can moue 
at superspeed 
for short periods 
of time. When 



they do this, 
they appear 
to blur, making them uery hard to keep track of. 




They are also someiuhat more durable than typical 
soldiers and often carry EmF cannons. 

Flash Guards are uery dangerous luhen they’re 
using their superspeed^ but not so much ujhen they 
areiVt. Use your time-sloiuing abilities to negate 
Flash Guards-’ poiuers. 



If you slouj time ujhen a Flash Guard is using his 
superspeed, the Flash Guard moues about as fast as 
a normal enemy does in real time. And if you slow 
time while the Flash Guard is not using superspeed, 
he'll be uery easy to shoot. 



Dur best aduice: dodge ortake couer while the 
Flash Guard is zipping around. Retreat if necessarg to 
maintain some space between gou and him. When 
the Flash Guard takes couer, slow time, charge in, 
and take him down. He's just as uulnerable as ang 
other soldier if you do this. 



VoLi can also snipe Flash Guards. Wait until they get" 
behind couer. When they lean out to shoot at you, ^ 
gun them down. f 



If the Flash Guard gets close and hurts you, either 
slow or pause time. This ensures that you get off a 
few quality shots at him, which [if you haue the right 
weapon] should be enough to kill him. 
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storm Guards' defining characteristic is their 
energy shields, which help make them super 
durable. This durability is what makes them so hard 
to handle. 

A typical Storm Guard carries a Hellfire, which is an 
eucellent weapon at close to medium range. Storm 
Guards can also use their shields as weapons if gou 
get close enoughj their shield bash inflicts seuere 
damage. 

When fighting Storm Guards, the first rule is to 
keep your distance. If you're close enough to be 
burned by tbe Hellfire's flamethrower, you're too 
close. 



The Hellfire's flamethrower is deadly and disori- 
enting, as it's hard to see through the flames. Best 
to auoid it completely. 
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The other 
rule: Peuse time 
wheneuer you 
heue the suit 
energy. Storm 
Guards-’ shields 
are rendered 
useless tuhen 
you freeze timej you need to inflict only about half as 
much damage to kill them as you would with their 
shields up. 



A fully shielded Storm Guard is roughly fourtimes 
as durable as a well-armored soldier. A Storm Guard 
with his shield down is only about twice as durable. 


In practice, then, you-’ll fight retreating battles 
against Storm Guards: you-’ll pause time, shoot them 
from a distance, and then retreat behind couer while 
yourtime energy regenerates. Repeat this process 
until you are uictorious. 



To handle Warp Guards, freeze time the instant 
they fully materialize [you could slow time, but that 
allows them to shoot back and possibly teleport 
away while you're shooting them]. Then light them 
up from close range with your best short-range 
weapon. Fire repeatedlyj finish off a Warp Guard 
before time resumes and he disappears. 

If the Warp Guard suruiues and disappears, run for 
couer. Auoid open spacesj go somewhere cramped. 
Put your back to a wall so he can't appear behind 
you. If you're lucky, he won't reappear until you go 
back out in the open. If not, start running as soon as 
he starts to flare into eeistence. 
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Warp Guards are cybernetic 
troopers who can warp in 
and out of enistence. This 
makes them unpredictable. 

If you aren't careful, a Warp 
Guard can pop into eHistence 
behind you and deal seuere 
damage before you euen 
know he's there. 


Worse, Warp Guards always haue superior 
weapons, including EIYIF cannons or — euen more 
deadly — the ultrapowerful surge gun. 




keep auoiding the Warp Guard until yourtime 
energy is full againj don't try to 
fight before that. When you 
haue the energy, pause 
time when the Warp 
Guard is fully 
uisible, and then 
finish him off. 
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The folloiuing lualhthrough chapters guide gou through TimBShifts single-plager campaign. This is ujhere 
you-’U find the detailed instructions that luill help gou reach the game-’s end. 


These chapters prouide tips on houj to deal luith tough situations and difficult fights — but there are 
certain basics that you should already hnouj. If you find yourself struggling ujith mundane encounters^ uje 
recommend going back to the first three chapters^ ujhich giue a thorough primer on the controls^ ujeaponSj 
and general tactics needed to suruiue in this game. A complete understanding of those basics goes a long 
ujay toujard success. 
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Objectiue 

Locate fugitiue scientist Dr. Aiden Krone 
in alternate time stream 
Follouj the Occupant to the 
meeting room 



LEGeno 

Turret 

Ammo 


Vou aiuahen in 
a cell-like room 
Go through the 
door directlg 
ahead. 




The Occupant 
resistance 
fighter ujho 
ujoke you up 
has moued 
aheadj and 
enpects you to 
follouj him. [This 
is one of yourtujo current objectiuesj the other is to 
locate Dr. Aiden Krone.] 

















FdUdiu the 
only auailable 
path until you 
reach stairs that 
lead hath up 
and doiun. Vou 
meet up luith 
the Occupant 
here. He leads you up a couple flights of stairs^ then 
pauses at a locked door. Euentually you are both let 
through. 






Vou emerge 
in a fortified 
bunker held 
by resistance 
fighterSj and 
are told that 
you should 
rendezuous ujith 
the rebels-* Commander Cooke. But you can-*t stick 
around here for long — soon after gou get in here^ a 
Sentry [one of the magistrate-*s giant mechanized 
luar machines] bursts through the ujall. Nope^ that-*s 
not good at all. 


Vour guide does the sensible thing: He pries the 
boards off a side door and flees. Follouj him guickly^ 
or be shot by the Sentry. 


Folloiu at a 
distance as your 
guide runs ahead 
and uaults a loiu 
luall. Suddenlg, 
the ceiling 
collapses 
on him. 
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Instead of joining the dead guide amidst the 
rubble, look left. A slab of concrete has fallen, 
forming a ramp. Take it upstairs. 



This path leads you back into the chamber luhere 
the Sentry is poking its head in. Don^t luorry about itj 
just turn right, hop ouer some debris, and go through 
a door. 



Follouj the 
hall, duck to 
craujl through 
a break in the 
ujall, and then 
drop through a 
hole in the floor. 


Take the hall 
past another 
resistance 
fighter. Go left 
at the end and 
keep mouing 
until a door 
leads you 
outside, into an alley. 
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Another 
resistance 
fighter crouches 
in the alley. 
lUait ujhile he 
hides from a 
Sentry and 
a platoon of 
marching soldiers out on the street. 




when the 
patrol passes^ 
the fighter pulls 
doiun the fire- 
escape ladder 
□f a nearby 
building. Climb 
the ladder. 
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Another 
resistance 
fighter at the 
top of the fire 
escape notices 
gour sadj 
ujeaponless 
state and hands 
gou a harbine assault rifle. Finallg^ some firepoujer! 


Go inside the 
building and 
ujeaue through 
the apartment 
ueering first to 
the leftj and 
then to the right. 
Vou come upon 
some resistance 



fighters ujatching a barricaded door. 



magistrate 
soldiers breach 
the doorfrom 
the other side, 
hilling the 
resistance 
fighters. Vou can 
shoot through 
the flaming door and hill them, or not. Regardless, you 
cairt go through the door. Vou must turn right and run 
up the stairs. Tahe the door at the top. 



Vou don^t haue access to any of yourtime suirs 
powers as you play this first leuel. Vou^ll get thei^l 
soon. 1 



Vou emerge 
on a rooftop, 
where a helo 
[a magistrate 
militarg 
helicopter] 
is assaulting 
resistance 

fighters. Vou don^t haue anything suitable to bring 
down a helo right now, so just hide behind some big 
ducts until it leaues. Then gun down a soldier on the 
rooftop^s other side. 



Grab a hm-33 
pistol from the 
fallen enemgj 
then go through 
a gap in the 
wall, onto 
another fire 
escape. A few 
more Krone soldiers are out herej hang bach and 
enchange fire until gou down them. Follow the fire 
escape up. 



There^s a Km-33 pistol on the stairs. 
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Walk ouer euery fallen body; this is a good way 
to pick up grenades. Vou will periodically collect 


clutch grenades as you progress through the game's 
leuels. Toss these grenades any time you're in a 
difficult situation. 



Upstairs^ go 
inside. Vou're 
now in an attic 
area. Another 
Occupant 
resistance 
fighter is on the 
grate's other 
side — like the others, he soon falls to gunfire from 
outside, [you appearto be bad luckforthose around 
you....] 


Ueer right and head to the attic's other end. Go as 
far as you can before dropping through a hole in the 
floor — don't drop through the first one you see. 
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Follow the 
downstairs 
path until you 
reach a door. 

Take the doorto 
another rooftop. 

Pause here and 
notice the giant 
Sentinel [a walking, mechanized fortress] lumbering 
in the distance. Dr. Krone is safe inside that beast; 
looks like getting to him isn't going to be as easy as 
you thought. Look for a uentilation duct in the floor. 
Drop into the duct. 
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Follow the 
duetto a place 
where you can 
look down on a 
pair of soldiers. 

Gun them down 
from up here, 
then jump down 
and follow the hall. 
















Just stand near an ammo crate to slowly accumulate 
ammo for all your weapons. The ammo crate will 
neuer run dry. 


jump Duer some debris and follow the canal to the 
end. Seueral more soldiers appear up aboue as you 
get near the end. Vou can either retreat back under 
the bridge for couer and fight from there or simply 
hurry along and ignore them. Regardless^ when you 
reach the canal-’s end^ jump into the big circular 
opening on the left. 


There-’s a red barrel up highj shoot it to take down 
a couple of enemies uery easily. | 
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Enterthe courtyard cautiously. There's a soldier 
holed up in an apartment to the right, and he snipes 
down at you as you enterthe clearing. Peek out and 
take him down. This is a good place to practice using 
your weapon's minizoom. 


Keep mouing 
forward until 
gou reach the 
brink of an 
empty drainage 
canal. Hang 
back here. First 
gun down a pair 
of soldiers on the other sidej then creep forward and 
look all around, noting a few more soldiers stationed 
up high. Take them all out from the relatiue safety of 
your position. Use the nearby ammo crate to keep 
yourself flush with bullets, and don't aduance until 
it's completely clear. 


Remember that you can mini-zoom with both the 
harbine and the pistolj this will help you fire more 
accurately at distant targets. 


Open a door 
and enter an 
apartment. 
Through a break 
in the wall, you 
see a pair of 
Krone's men 
gunning down 
a resistance fighter in a courtyard below. Open up 
with your harbine from herej shoot the red euplosiue 
barrels to deal additional damage. Seueral more 
soldiers appear in the courtyardj mow them down as 
they show up. Toss a clutch grenade if gou like. 


After you 
eliminate them 
all, look for a 
hole in the floor 
that leads to the 
courtyard. 


As you drop into the empty canal, look around and 
neutralize anyone that you failed to notice before. 


Follow the 
canal. When a 
pair of soldiers 
run toward you, 
blast them. 

Then turn your 
attention up, 
where seueral 
enemies patrol the canal side and a bridge ouerhead. 
Hang back and take them down with controlled 
bursts of the harbine, or with pistol shots. Stand 
under the bridge itself and use it for couer. 
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Ueer right 
through another 
circular opening. 
Noiu gou-’re 
amongst 
a bunch of 


resistance 
fighters 

defending against the onslaught of a hrone^s 
Sentinel luhich has reappeared dead ahead. 


Vou can shoot at the Sentinel if gou luant but right 
noiu gou doiVt haue ang ujeapons that ujill euen 
scratch it. Just hang back and luatch the shouj. In 
a feiu moments gou-’re caught up in a time jump^ 
luhich takes gou on to the nent leuel. 
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Objectiue 

■ Assist Occupant uprising and 
re-locate Dr. Aiden Krone 


Vourtime jump didn't go quite as plannedj you're 
still in the alternate 1939 and still faced with hordes 
of Krone's minions. There's no choice but to press 
onward. 



Vou pop up in an alley. Nearby, a few of Krone's 
goons are roughing up resistance fighters. Run 
around the corner and show the goons who's boss. 












Vou haue no weapons when you first appear, but 
there is a fully loaded pistol on the ground nearby. 
Vou can also now use yourtime suirs powers. 



This is a good time to learn how gour suit assists 
with close-range combat. There are a couple of 
obuious technigues that take aduantage of gour 
suirs powers at close range: the weapon grab and 
the punch. To grab a weapon, run up while time is 
paused, and press the Use button. Just be aware: If 
you already possess that weapon and you already 
haue the mauimum amount of ammo, you camt 
grab the weapon. If necessary, you can fire the 
weapon and then reload, thus creating space in your 
inuentory for a grabbed weapon. 

In some cases the enemy holds the weapon 
too tightly to grabj in these cases you receiue a 
message to that effect, and are presented from 
taking the weapon. If thars the case, just punch 
until the enemy falls. It usually takes only a couple 
of punches to drop an opponent. 



Run up to the resistance fighters. Take couer 
among them, and help them by firing at enemies. 
Take the opportunity to practice using couer and 
using the mini-zoom to get good shots at the enemy. 


After gunning 
down seueral 
carloads of 
magistrate men, 
a mechanized 



Sentry appears 
at the streers 
end and starts 
blasting away. Take couer. [Notice that some of the 
Sentry^s shots destroyed a nearby building.] Shortly, 
you receiue new objectiues. 



After you deal with the three thugs, the liberated 
resistance fighters take some time to recouer before 
urging you to follow them. They break down a nearby 
fence and go through an alley. 


fire escape, and 
climb the ladder. Repeatedly punch the window up 
here to break it, then get inside. 


Objectiue 

■ Rendezuous with Occupant resis- 
, tance at construction site 


Run into 
the building 
the Sentry just 
shot open^ and 
take the stairs 
up. Climb out a 
window onto a 



Rs you 
emerge from 
the alley's end, 
turn right to see 
a battle: the 
resistance is 
entrenched at 
one end of the 
street, fighting krone's men. 



Follow the 
hall and drop 
through a 
hole. Vou're 
now looking 
at a couered 
bridge that 
goes across the 
street. The Sentry starts to blow up this bridge. 


Objectiue 

■ Defend Occupant pasitian 
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As the Sentry starts destroying the bridge^ press 
the Time Control button. Doirt luorrg about selecting 
a specific time poujer. Vou-’re automatically set to 
reujindj because this situation demands it. As you 
reujind time^ you restore the bridge to its intact 
state. Ouichly run across the bridge before you run 
out of time energy and the bridge gets destroged 
again. 



Vour suit generally selects the right time power for 


the situation, so you just haue to press the button at 
the right time. 

If there is no particular situation that demands a 
specific power, the suit defaults to either slow or 
stop [it pichs the mode it thinks is best]. Vou can 
manually ouerride this mode at any timej referto 
Chapter One for details on how to adjust modes. 



If you fail to start rewinding time guickly enough, 
you^ll lose your chance to restore the bridge and get 
across and will haue to reload. 
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Near the destroyed bridge^ grab a shattergun from 
a fallen Occupant then proceed down the hall and 
take a door on the right. 



Objectiue 

■ Eliminate enemy forces in build- 
ing CDiiipleK 


Vou approach a hole in the floor and see a 
magistrate soldier enecute an Occupant. Stay up 
here and open fire on the Magistrate troopers: there 
are a few of them down there. 


After you 
clear the 
troopers^ drop 
down — but 
beware. There 
are more 
magistrate 
soldiers down 
here, behind a crumbling wall with a hole in it. 
Practice using your radarto see where they are, then 
fire from couer. Use clutch grenades to pop them out 
of couer if you want. Also, neuerforget yourtime 
powers. 
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Vou can use yourtime powers to slow things down, 
thus maHing it easier to aim and get off some nice 
accurate shots from couer. Or, use them to rush right 
into the fray and eliminate enemies with punches, 
point-blank shots, or weapon grabs, all before they 
haue a chance to really react. Both technigues are 
uiable. 


Press forward 
through this 
area, hilling 
all of hrone-’s 
soldiers. After 
you clear them 
all, a door 
bursts open and 
a couple more emerge. Greet them with shattergun 
blasts, then go through the doorfrom which they 
emerged. 



Go through and turn right. A couple more troopers 
approach from up ahead. Haue some time power 
readg so you can slow things down and blast them 
as they approach. 




make sure you haue time energy before you aduance 
into a new area so you can slow things down and 
maintain control wheneuer yotf re ambushed. 



Keep pushing forward, into the area where the 
troopers are coming from. Gun down a couple more 
of them as they appear, then lookfor a big hole in 
the floor. 
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Crossing the pool without first stopping time will 
likelg be fatal. Vou will encounter mang such 
obstacles where gou need to stop time to neutralize 
the effects of fire, steam, or electricitg before gou 
mag cross. 


After making sure you haue time energy to spare, 
drop through the hole. Be ready to immediately slow 
time, as three soldiers ambush you. Run among 
them and steal weapons or punch them while time 
is slowed, thus clearing the ambush. 


Open a door and look for a hole in the floor. Drop 
down and approach a pool of dangerous, electrified 
water. Approach the pool, then stop time. As time is 
stopped, run across the pool, ueering right. 


Cross a 
rubble-filled 
clearing, and 
enter a giant 
pipe to the 
right. Follow the 
pipe until you 
reach another 
clearing. This one contains Occupant forces that are 
pinned down fighting a magistrate assault. 


Immediately 
join the 
Occupant 
fighters and get 
behind couer. 
Then start 
returning fire. 




A block of concrete near where you entered prouidesj 
good couer. Just rememberto duck when you get ^ 
hurt, since it womt fully protect you while you^re 3. 
standing. And don't forget to slow time periodically-^ 
especially if some of Krone's boys rush you and get : 
behind your couer. ^ 



Stay behind your couer and methodically pick 
off enemies using your Karbine. Take out the ones 
rushing your position first, then concentrate on 
targets farther away. Rememberto crouch behind 
couer when you're hurt. Euentually you clear out all 
the enemies and receiue a new objectiue. 


objectiue 

■ Aduance to Occupant fortifi cation 



Before you moue along, notice the ammo boH in this 
area. Stand near ammo boues to slowly gain ammo 
for euery weapon in your arsenal. B message tells 
you when your ammo is full. 


moue to where 
Krone-’s men 
were attacking 
from. Climb a 
series of ramps 
until you reach a 
hanging pipe. 
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[By sloiuing or 
stopping time as you ran, you preuented the pipe 
from tipping too fast this alloiued you to reach the 
high ground on the other side.] 


Stop time, 
then jump into 
the pipe. Run all 
the ujag through 
it and get onto 
a ledge on the 
other side. 



If you got dumped out you're in for a nasty surprise, 
as there's a pool of electrified water below. Get out 
of the water before time resumes its normal flow, 
then try again. Remember: irs best to stop time 
before you set foot in the pipe. 



Don't relan when you reach the high ground! Turn 
left and notice the guard tower up ahead. There's a 
sniper in there, armed with an echo rifle. Sinh behind 
couer and use your pistol's or harbine's mini-zoom to 
gradually pich him off. This will require many shots, 
but it can be donej aduance to closer couer if you 
need to get a better looh. [Remember, as always, 
you can slow time to mahe your shots euen easier.] 
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Run toiuard 
the guard 
toiuer. Vou find 
yourself in a 
debris-lined 
tunnel. Keep 
mouing ahead 
but beiuare: 

Soldiers luill attach, both from your leuel and from up 
aboue. Be prepared to sloiu time and deal luith them 
as you aduance. 



The soldiers 


get particularly 
thick as you 
briefly duch 
under the couer 
of a ruined 
building. [Look 
for a spare 

harbine inside this building.] Stay back and pick 
them off, then keep folloiuing the debris-lined path. 
Jump ouer a pile of crates that block your progress. 



The tujisting path brings you to an Occupant, ujho 
leads you into a huge round seujer tunnel. Enter it, 
then climb a ramp of fallen concrete. 





vou join 
seueral 
Occupant 
fighters up herej 
outside, a bunch 
of hrone-’s troops 
are attacking. 

Notice the 

empty gun turret in front of the luindouj. Thars your 
ticket to slaughtering the troopers outside. 



Approach the 
gun turret and 
press the Use 
button to man 
it. Start gunning 
doujn the bad 
guys. Some 
important things 
to keep in mind luhile manning the turret: 
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Remember to slaw time: Vou don-’t lose your time 
powers when you're manniny a turret. Slowing 
time makes things a lot more manageable. 

Teke out the closest enemies first: Theg will do 
the most damage if gou let them hang around. 

These smell turrets don't averhest: There's nothing 
preuenting gou from just holding down the 
trigger indefinitelg^ so take aduantage. 

Vou can leave the turret at any time and take 
couer: Abandon the gun if you're critically 
woundedj get behind the concrete wall to regain 
gour shields before getting back on the turret. 

most of these tips hold true any time you're 

controlling a turret. 




After you destroy all the troopers, a mechanized 
Scout shoujs up and shoots your ujindoujs shut. 
Leaue the turret and go 
back doiunstairs. Vour 
Occupant friends pry the 
lid off a seiuer grate. 

Take the ladder 
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Vou emerge at a broken sewer er^it, along with three 
resistance fighters. Vou have a new objective. 


Objectiue 

■ Aduance through suhujay tunnels 
to Krone's military Administration 
Building 



After a brief 
dialoguej your 
rebel friends run 
up a slope and 
into a courtyard. 
Follouj them. Get 
behind couer 
and start taking 
doujn seueral of hrone-’s men scattered across the 
courtyard. lUatch for a feuj inside ujindoujs as ujell. 



User right to find a harbine in a weapon case. 



aduancing with 
gour friends. As 
gou approach 
the courtyard^s 
other side, 
another group 
of magistrate 
troops appears up ahead. Fight them from couer. 














d. 



Euentually the fighters tell you to go ahead while 
they hold off the enemyj you get a new objectiue. 


Objectiue 

■ Proceed to the loujer fortified 
park uia drainage system 



Run up a 
few steps to a 
couered porch, 
then ueer left 
and down into a 
rubble field with 
a big sewer pipe 
at the end. Run 
into the sewer pipe. 


Follow the 
pipe until you 
find a gate with 
a ualue wheel 
neHt to it. Press 
and hold the 
Use button to 
turn the ualue 
wheel and lift the gate. When the gate is fully up, 
simultaneously release the Use button and hit the 
Time Control button. Then run beneath the gate as it 
falls. [Without slowing time, the gate would fall too 
guichly for you to get past it.] 




fit the end of the sewer line, climb a short ladder. 
Now you're in a big park thaf s filled with magistrate 
troops — and a lot of them are shooting at you. 



Locate the 
nearest pair of 
troops and slow 
time while they're 
still startled. Run 
up and smack 
them down. Now, 
turn around and 
run back into the park's corner. There's a weapon case 
with a shattergun back here: grab it for ammo. 

Now things 
get tricky. 

There are lots 
of troops in this 
park, and they're 
likely to come 
from multiple 
angles. Uou can 
approach this in seueral ways, but see the tip for our 
recommended method. 



Look for a big, grassy rock nearthe sewer entrance 
you climbed out of. Crouch behind it and continually 
scan for enemies coming from each side. [Use the 
radar to make this easier.] Seueral enemies will run 
up to get behind the rock. As they do, immediately 
slow or stop time and blow them away with your 
Rarbine or shattergun. 

Also watch for grenades. If one falls nearby or if 
you are seuerely damaged, consider reuersing time, 
to throw it back at the enemy. If you're ouerwhelmed 
or out of time energy, consider dropping back into 
the sewer tunnel you emerged from. 

Euentually the enemy stops rushing your position. 


When 

enemies are no 
longer rushing 
you, equip the 
Karbine and 
slide out to 
the left of your 
couer rock. 

There's likely to be an enemy on a uehicle turret near 
this area's center. Slowly aduance from one couer 
spot to the neHt, taking down anyone remaining in 
the area — especially anyone manning that turret. 



Always aim forturret gunners' heads. If you aim for 
the body, the turret is likely to deflect your shot. 


If you don't haue a sniping weapon [and right now, 
you don't], you'll haue to get relatiuely close to the 
turret gunner before you can kill him. Sometimes this 
means mouing from one piece of couerto the nent 
until you're right up near him. Then use mini-zoom to 
get the best possible shot. 








mouB toiuard 
the parked 
uehicle. lUhen 
you get therB^ 
hop onto the 
turret and gun 
doujn any 
enemies up 

ahead. [There may or may not be any left.] There 
are a couple of emplaced turrets at this areals end, 
so gun doiun anyone on those first. There are red 
enplosiuB containers near each turret shoot those 
to score easy hills. 


lUhen the area 
is clear, get 
off the uehicle 
turret and 
aduancB toujard 
a pair of big 
military tents. 

As you do, 

soldiers pour out of both tents. Vou haue a couple 
good options nouj: hide behind a tent and shoot 
enemies as theg come around it, or run bach to the 
uehicle turret and use it to blouj eueryone aujay. 
Either ujay, slouj time to make the job manageable. 
Sloujing time is particularly important if you use the 
turret, because it alloujs you to gun doujn the first 
feuj enemies before they get a chance to fire bach. 




There are spare ujeapons inside the tujo military 
tents, so go in there if you need ammo. 



When all is 
clear again, 
enplore the area 
near the tujo 
tents. Behind 
one of them is a 
trench ujith an 
enposed seiuer 
pipe. Drop doujn and folloiu the pipe. 



Tujo deadly 
jets of flame 
block your 
progress 
through the 
SBUjer. To 
bypass the first 
flame jet, pause 
time [sloujing time ujon^t luorhj it has to be pausBcf] 
and then quickly run through. Let yourtime energy 
replenish and cross the second one in the same 
fashion. 















The seiuer 
BHits at another 
parh area. Get 
out and ueer 
left. There are 
a couple more 
military tents 
in this area. 

Instead of running right into the center and attaching 
the soldiers out here^ creep around behind the tents^ 
and approach the soldiers by going betiueen them. 
As the soldiers notice your presence^ sloiu time and 
ujreah hauocj then drop bach behind the tents. 


Rich aujay at the remaining enemies from behind 
the couer of the tents. There-’s an emplaced turret 
at this area-’s centBr^ and \Vs lihely to be manned. 
UJe recommend that you first pich off eueryone 
else from couer^ and then sloiu or stop time as you 
run out from couer^ mini-zooming in on the turret 
gunner-’s head and tahing him doujn too. 




Enemy Al is capable of manning a turret euen if that 
enemy didiVt start out on the turret. In other tuords:^^ 
don't be surprised if you shoot a turret gunner only ^ 
to find that a few seconds later another soldier has^ 
hopped into that same turret and started firing at ^ 
you. Vou hauB to stay alert. 


Objectiue 

■ Secure the upper parh 


Objectiue 

■ Locate entrance to subujay 
system 


After you clear all the enemies from the area, 
approach a small gate on one side of the parh. 
Euentually it opens, and seueral more soldiers come 
through it. Vou can either deal with them from couer 
or hop on the big central turret and mow them down. 
[We recommend auoiding the turret, euen though it 
is uery tempting^ sitting on the turret euposes you to 
lots of enemy fire.] 

Shortly after 
you dispatch 
these enemies, 
a tanh appears 
behind the gate 
they came 
through. This is 
bad! Get off the 

turret [if you were on it] and immediately moue to 
the side so you aremt in the tank's line of sight. 

The tanh is too 
big to enterthe 
gate, so it just 
sits on the other 
side waiting. 

Approach the 
gate from the 
side so the tanh 
cannot see you. 




When you're 
uery close to 
the gate, hit 
the Time Control 
button to slow 
euerything 
down. Dash 
through the 

gate, weauing slightly to auoid the slowed-down 
tanh bullets. Stairs lead to the subway on both the 
left and right. The left entrance is blocked [though 
you can't see it from up here], so you'll want to take 
the right one. Get down those stairs guichly — before 
the time-slowing effect wears off. 




If you run out of time energy while you're still in the 
tank's sights, you're quite lihely dead. Try again, and 
get down the stairs faster this time! 







A trio of 
magistrate 
troopers 
is chatting 
doiunstairs. A 



clutch grenade 
[or just some 
fast gunplag] 
ujill deal ujith them. 
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Loohfor a series of turnstiles nearthe middle of 
this underground area. [Don^t go to the other endj 
there are onlg stairs leading bach up to the enemy 
tanh.] Go through the open turnstile^ then bear left 
and head doujn some steps to the subiuay platform. 



Seueral magistrate troopers are guarding the 
platform. As you come doiun the stairs^ snipe at 
them ujith your harbinej bach up if necessary to 
auoid the initial rush. Then sloujly inch fonuard^ 
destroying anyone in yoursights^ until the platform 
is clear and you can ujalh on it freely. 









d. 



The subway tracks are flooded with electrically 
charged water. Go to the platfornr’s left side and look 
across the water. There's a ledge on the other side, 
leading deeper into the train tunnel. 

To cross the charged water, simply pause time and 
run across. The water becomes solid while time is 
frozen, so don't worry about sinking in. Hop onto the 
ledge when you reach the other side, and a new leuel 
loads. 
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Objectiue 

■ Infiltrate Krone's military Admin- 
istration Building 

■ Aduance through Construction 
site and find uiahle access point 


Vour task is still to proceed to the military Adminis- 
tration Building, so onward we go. 



moue ahead, ueering right, and go through a 
turnstile. Two techs are fining something, but they'll 
pull guns as you approach. Do them both in with a 
surprise attack. 










Notice the boH that 
one of the techs 


was rummaging 
through. It looHs 
almost SHactlg like 
an ammo bon^ but 
the contents are 
slightlg different. BoHes like these are uselessj gou 
haue to get uerg closer howeuec before gou can tell 
whether a boH contains useful ammo or junk. 


Turn right 
and approach 
a debris-filled 
passage filled 
with electricity. 
Pause time 
before dashing 
into this 
passage. 



At the 

passage's end, 
take a ramp of 
fallen concrete 



up to street 
leuel. There^s 
only one way 
you can proceed 
up here. Circle around the big hole in the ground. 



lEara Melwimi force 
HjeMifver- 


raobinaiice] 


auoidance ran 






L 

Electrified 
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Continue to peek around the trash container and 
snipe anyone else you can seej sink back and reyain 
health ujheneuer you-’re hurt. For nouj^ iynore the biy 
emplaced turret up ahead. Go after eueryone else. 


lUhen euerythiny but the turret is clear, crouch 
doujn and sneak around the left side of the trash 
container. Creep up to a pair of smaller containers up 
aheadj these ujill shelter you from the turret yunner. 

lUhen you haue full time energy, stop time, stand 
up, and run toiuard the turret. Run to the side of the 
turret and gun doujn [or punch] the gunner ujhile time 
is still frozen. 

Nouj go doujn the street to the left. Neutralize a 
pair of soldiers ujho appear at the streets end. 


Take couer 
behind a big 
green trash 
container. 

Peek around 
the left side of 
the container 
and start 

taking doiun enemies up ahead. Rememberto use 
mini-zoom to make your lueapons more accurate at a 
distance, and stay uery close to the trash container. 
Start luith a sniper in the toujer to the left, then sink 
back and blast any soldiers ujho try to crash your 
position. 



When you hit the streers end, turn right and look 
up. Before aduancing, blast a couple luould-be 
snipers out of the ujindoujs of a nearby building. 


Turn the 
corner and you 
face a high-louj 
attack from 
a soldier up 
on a cargo 
container and 
one on street 
leuel. Back up a little rather than face them both 
immediately. 



After dealing 
ujith these tiuo, 
aduance doujn 
the street. As it 
ujidens out on 
the left, ujatch 
for another 
high-louj 

attack: one soldier on the ground, one on slightly 
raised ground in the distance, and another up on the 
building to the left. 

Take care of 
these guys, 
then proceed 
doujn and ujalk 
across a set 
of rusty pipes. 

Keep aduancing 
until you can 

enter a building on your left. 





Go through 
a door, then 
another. Brop 
into a utility 
room, cross it, 
and climb up a 
short ladder on 
the other side. 





Take the 

^ '"^ emerge near an 

□ utdoor area. 

An Occupant 
fighter is 
crouching 
He enplains that 

there^s a Sentrg outside, and gou need to get past it. 



Objectiue 

1 

■ Euade Sentry 

1 


Euading the Sentry is a matter of slowing time as :g 
gou run to couer, then allowing your time energy to j 
recharge before slowing time again and running to | 
the neut bit of couer. 



Start by slowing time and running outside. Turn 
right and run inside the building. Run up the first set 
of stairs and crouch on the landing. 



The Sentry can shoot out sections of concrete wall/; 
but certain parts will not be destroyed. Use these i 
as couer. The wall neat to the landing is a good | 
enample. 


Continue up 
to the neat floor 
when you haue 
enough energy 
to slow time 
again. The neat 
piece of couer 
is at the top of 
the stairs. 




The neat step is to dash down the halL turn 
left, and then crouch down at the base of another 
stairway — all while time is slowed, of course. 



Neat, run up the stairs, turn left, and hide behind a 
concrete pillar. 



Neat, go 
forward, turn 
right, then left. 
This last turn 
takes you deep 
enough into the 
building that the 
Sentry no longer 
has a shot at you. Drop through a hole in the floor, 
deeper into the building. 



Drop down a series of ledges until you're reunited 
with some Dccupant resistance fighters. Listen to 
the dialogue. Vou get some new objectiues. 




A-'/j 



d. 



Folloiu the resistance fighters as they run off and 
take CDuer near a big clearing. Aduance to a pile of 
sandbagSj luhich serue as couer. Open fire on the 
magistrate troops in the clearing. 


Objectiue 

■ Gain access to courtyard through 
force field defense system 



Destroy all the 
troops you see. 

A magistrate 
uehicle tears 
into the clearing 
and parks. 

Target the turret 
gunner first 

then pick aujay at the other soldiers luho emerge 
from the uehicle — all from couer^ of course. [Vou 
may need to aduance to closer couer before you can 
hit the turret gunner.] 



Aduance 
ujhen your rebel 
friends do. They 
tell you to keep 
mouing. lUhile 
they press 
forujard, slide 
around the 

magistrate uehicle. Notice the force fields blocking 
. access to the nent street. Also notice the garage 
^ door to the force field^s left. Take the door. 



Inside^ press 
the button 
on a ujeapon 
rack to get a 
harbine and a 
shattergun. Then 
pull the leuer 
on the ujall 

and immediately freeze time. Run back outside and 
through the first force fields ujhich the leuer tempo- 
rarily dropped. 


To get through 
the second force 
fieldj just pull 
the leuer nent 
to it and run 
through. No need 
to freeze time for 
this one. 



objectiue 

■ Break into A dm ini strati an Building 
through garage 



parked uehicle 
and blasting enemies that try to sneah around the 
uehicle. 


Now you 
must fight your 
way along 
another trooper- 
infested street. 
Start by taking 
couer behind a 



Neut, start 
leaning out, 
freezing time, 
and sniping at 
enemies as you 
hang back near 
your couer. Vour 
first priority is 
anyone approaching your position, hlso notice the 
uehicle turrret in the distance, but don't deal with it 
yet. Sniping the turret gunner is easiest if you hold 
off until you're behind much closer couer. 



Slowly aduance from one small concrete barricade 
to the nent, crouching down behind the barricades 
to manimize couer. Only aduance when you're 
sure there are no suruiuing troopers close to 
you — otherwise they'll just run up and get behind 
your couer. 

When you're quite close to the uehicle with the 
turret, freeze time, pop out, and snipe the gunner. 
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when ynu 
reach the 
uehicle with the 
gun turret hup 
iUj slow timej 
and mow down 
seueral mure 
truupers in the 
street ahead. 




Cuntinue 
duwn the street 
and fullnw it tn 
the left. Press a 
buttun between 
a pair uf garage 
duurs tu upen 
the rightmnst 
une. Gu thruugh the upen duur and keep muuing. The 
nent leuel leads. 
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Vou-’re noiu inside the military Administration 
Building. Vour tash is to locate that seruer! 


Objectiue 

■ Proceed to upper floors and lo- 
cate ujeapons database seruer 

■ Disable alarm system in security 
room 


There's a buttun un the left wall. Press ittn make 
a secund garage duur upen in frunt uf yuw then gu 
thruugh. fin alarm is triggered. Watch fur seueral 
guards whu spill bnth nut frnm an nffice nn the right. 
The shattergun is a gnnd chnice fur gunning them 
duwn and frnm behind cnuer nn the left. 
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Enter that 
side office 
rAThere the 
troopers 
emerged. Press 
a button on the 
ujeapon case in 
there to access 
a shattergun and a pistol. Turn around and turn a 
hnob on the desh. This disables the alarm and opens 
a gate in the main garage. 


Objectiue 

Gain access to loading dock 
storage area 


Walk bach out 
to the garage 
and turn right. 

P p proa ch the 
gate geu just 
opened. A 
garage door 
slides open up 
aheadj reuealing tiuo Krone guards and a uehicle ujith 
a gun turret. Slouj time as gou approach and blast 
them both. If gou doirt slouj time^ gou risk letting one 
of them get in the turret and shooting you. 




Keep 

aduancing 
through 
the garage. 
Approach a set 
of concrete 
slabs that 
serue as couer. 
Seueral Krone troops pop up ahead of youj use the 
slabs and pick away at them. Don't charge too far 
forward yet. 


cr/ 


After you 
clear out just 
about eueryone 
from the safety 
of the slabSj 
run to the couer 
of a concrete 
pillar, more 

uehicles are parked farther doujn the garage^ and 
a soldier probably mans the nearest one on the 
right. Vour best bet is to shoot red enplosiue barrels 
from behind couer^ thus destroying the uehicle. 
Dptionally^ slouj or stop time and mini-zoom on the 
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with your pistoL 
than fire until 
he's neutralized. 

Aduance 
uery cautiously 
from this pillar, 
keeping left. 

One of the parked uehicles comes to life and driues 
toward you. Slow time if necessary and ueer left, out 
of its pathj it crashes behind you. more troops appear 
up ahead, and at least one is likely to man a turret. 

If s safest to sink back behind couer, pop out just far 
enough to pick away at enemies, and then sink back. 

When the on-foot enemies are largely gone, either 
repeat this pop-out-and-snipe process with the turret 
gunners [aim fortheir heads, and be sure to slow 
time as you snipe at the gunners, orthose turrets 
will chew you up] or slow time and rush from one bit 
of couer to the ner^t, until you can get close enough 
to shoot them at close range [again, with time 
slowed, as you neuer want to be in full uiew of a 
turret in real time]. 




Nearby is a time puzzle. To solue the puzzle, look for 

a pedestal with a leuer on it. Then do the following: 

• Pull the leuer. This makes a suspended cargo 
container start mouing toward you. 

• Jump up on the pile of crates the container is 
mouing toward. 

• When the container is near enough, walk onto it 
and press the Time Control button. It is automat- 
ically set to rewind. Time now rewinds, sending 
the container back across the room. 

• At the room's other end, hop off the container, 
onto a ledge, and enter a duct. 

If you fail, go back to the pedestal and use the 

leuerto reset the cargo containerto the far wall. 

Then follow those steps again. 


Objectiue 

■ Proceed through pipe system to 
locate security sector 






Craiul through 
the duct. Vou 
emerge high in a 
room lined luith 
tall shelues. 

Drop doiun and 
quichlg dispatch 
a surprised 

luorher. Start heading through the luinding shelues. 
Enpect soldiers to appear ahead of gou^ at ground 
leueL and up high. Use the shattergun forthe closest 
enemies and use the harbine forthe farther ones. 



There's a hartaine in a weapon case as you proceed 
through this room. 


Objectiue 

■ Deactiuate laser security system 



Nauigating the laser beams is not as hard as it 
loohSj though you will probably die once ortwice^ 
especially if you're impatient. There are safe alcoues 
on both sides of the hall — use them. 




The room 
terminates at an 
assembly line 
with bones on 
it. Behind one of 
the bones is a 
hole you must 
crawl through. 

The trick here is to pull a pedestal-mounted leuer^ 
then start mouing around the railing toward that 
hole. Quickly freeze time when a bon is not blocking 
the hole^ then quickly crawl through. 



Follow a 
series of narrow 
seruice ducts 
until you see a 
grate ouerhead. 

Pop it out and 
then gun down a 
pair of surprised 
techs. Also beware of the door on the right: It leads 
back to part of the leuel you already cleared out but 
a pair of new soldiers haue appeared there and are 
likely to burst through the door. Be ready for them. 


Around 
the corner is 
a hall filled 
with rapidly 
mouing lasers. 
The lasers are 
instantly fatal 
if they touch 

you. Before euen attempting the hall, gun down ang 
Krone guards at the other end of it. Vou'll need to 
concentrate! 



Here are some tips on getting through the beams: 

■ The safest method is to moue from one alcoue to 
the nent, neuer attempting to cross more ground 
than necessary. 

■ Each time you want to make a moue, be sure you 
haue manimum time energy. Then slow down 
time. 

■ Bnce time is slowed, watch for an opening and 
take it. 

■ It's easier to safely crouch than jump, as jumping 
can send you into a higher laser beam. 

■ The proper sequence is to moue from the start to 
the first alcoue on the left, then to an alcoue on 
the right, then to a door on the left, and finally to 
the end. 

■ If you're hauing difficulty despite these tips, saue 
the game as gou reach each new safe alcoue. 



On the laser hall's other end, enter an office and 
turn a knob. This disables the lasers. Go back into 
the now-safe laser hall [an armed tech may appear 
as you go therej gun him down]. 








d. 


Objectiue 

■ Access prison through holier 
room uentilation system 



Tahe a side door leading aiuay from the laser hall. 
Notice a platform balanced on a central piuot: essen- 
tially^ irs a teeter-totter. 




Get on the 
teeter-totter^s 
left end [left 
as you enter 
the room^ that 
is], then freeze 
time. Run to the 
teeter-totter^s 
other end and leap onto a rouj of machinery. Freezing 
time keeps the far end up high, so you can make the 
jumpj failure to freeze time results in the teeter-totter 
crashing doujn. From the machinery, climb up to a 
duct nearthe roonVs top and craujl inside. 


Folloiu 
the duct. At 
tujo different 
points there 
are rotating 
gates that 
sujeep in the 
ujrong direction, 
pushing you back if you try to get through them. To 
get through, reuerse time ujhen you get close, and 
} sneak through. 



Vou haue uiews down into a prison block at uariousj 
points in the duct. Vou'll get down there in just a 
moment. 1 


\ 


Euentually 
you reach a 
spot where 
you can drop 
out of the duct 
and into the 



prison block. Do 
so, eguip your 
shattergun, and start blasting the guards from your 
position of relatiue safety. 


objectiue 

■ Escape from prison 



When most 
of the enemies 
are down, run 
forward and 
slightly left. At 
this hall-’s end, 
hold up: There 
are more guards 
both to the left and right. Cautiously pick away all of 
them, sinking back into the hall as needed. 



At the hallos end, to the left, you can press a 
button on a weapon case and get a harbine and a 
shattergun, if necessary. 


Continue 
through the 
winding halls 
until you reach 
a pair of gates. 

At the other side 
of the gates is a 
slot in the wall 
with an automatic machine gun poking out. This is a 
trap — when you run between the gates, they crash 
closed, trapping you inside for the gun. Foil the trap 
by freezing time before you run through. Keep going 
when you hit the other side. 





PRimH DFFICIHL EHmE GUIDE 











If you do got caught between the gates^ you can still 
rewind time^ thus opening them again so you can 


Across the room, notice a uent. Jump up and crawl 
into it. Follow it a short way to an office. Drop down 
and kill the office's occupant, then turn a knob on the 
deskto disable the machine gun and open a gate. 


Walk out the office door. Now you're back in the 
machine-gun room. Go through a gate nent to the 
machine gun [it opened when you turned the knob]. 
Take a door, go up a flight of stairs, and take a 
second door at the top. The neut leuel loads. 


escape. 


Nent you emerge in another room with a slotted 
machine gun guarding it. Again, freeze time before 
crossing the room, orthe machine gun will shred 
you. Vour goal is to reach the opposite corner, 
diagonally from where you entered. 


V/ft /a' 
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These nent fiue leuels raise the difficulty leuel [modestly] from luhat you-’ue already euperienced. Eapect 
more foes^ touyher situations^ and the introduction of a particularly peshy opponent: the jetpach soldier. 


HEIST 


Vou-’re nouj inside hrone-’s military Administration 
Building^ searching for a remote seruer that luill 
prouide uital information. 


Tahe the door at the top of the stairs. In the hall 
beyondj take another door on the right. Vou-’re nouj in 
a reception area. Ignore or destrog the little cleaning 
robot on the floorj irs your call. 
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OBIECTIUE 

■ Proceed to remote seruer room 
and access uueapon database 










Hooh around 
to the left and 
take another 
door leading out 
of this area. Vou 
emerge in a hall 
with a krone 
guard ahead of 
you and another 



behind a glass wall on the right. 



Go right and 
proceed deeper 
into this area. 

Seueral more 
guards appear 
behind another 
glass wall up 
ahead. This is a 
good place to throw a clutch grenade. 



Proceed after eliminating the guards. Take a door 
on the right then poke gour head through another. 
Vou're now looking into a two-leuel gallerg. Vou're 
on the bottom floor, unfortunatelg, and there are 
seueral guards ouerhead. Hang back in the hall and 
BHchange fire, mooing farther into the gallery onlg 
after felling all oisible opposition. 



Vou can use the marble-faced pillars holding up the 
gallery as cover, but they are destructible — once 
one is torn to shreds, move to another. 



Glance period- 
ically to your 
right, because 
eventually a door opens and several more troopers 
run into the gallery, this time on your level. When 
they appear, slow time and mow them down, 
preferably with the shattergun. 


Use cover 
and carefully 
keep picking 
away guards 
overhead. 



Once you 
have taken out 
all the guards 
on your level, 
just ignore the 
remaining ones 
upstairs. [There 
are lots of them, 
and you're in a very poor position to deal with them.] 
Take the door on the right [the one those soldiers 
came through). 


The neHt room 
in an armory. 
Open a weapon 
case to restock 
your shattergun 
ammo supply. 
Then open the 
neHt door. 



Peek through 
this door. It 
leads to a 
hallway that 
provides a view 
of a two-level 
computer room 
via a metal 

gate. The computer room is packed with soldiers, 
some on the ground floor and some on a metal 
catwalk. Start sniping them from the hallway as 
best you can, ducking back through the doorto the 
armory room if you get hurt. 

After you 
down most of 
the enemies in 
the computer 
room, the 
gate opens. 

Pick away 
any remaining 

enemies you can easily shoot from here, and 
then slow time and charge in. Blast the remaining 
soldiers with the shattergun, and use the central 
computer bank as cover if necessary. 





Vou can shoot through the metal grate that forms the 
catwalk floor — and so can yourfoes. Don't eHpect ; 
it to provide cover, but do look for opportunities to " 
shoot through it. 










OBIECTIUE 

■ Access central mainframe in top 
flDor CDiitrol roDm [05-012.bmp] 




Siib. . 


when the room is clear, approach a computer 
terminal on the right-hand side. 




Press the Use 
button to use 
the terminal. 

Vou now receiue 
a new objectiue. 
nlso, a couple 
guards assault 
the room — one 
high, one low. Blast them both. 


h door on the computer room-’s side giues access 
to a short staircase, which leads to the catwalk. 

Get up there and look for an access hole leading to a 
duct filled with cables. Crawl in there. 
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FdUdiu the 
luinding duct to 
a ladder. Climb 
the ladder to 
a small room. 

Tahe the door on 
the right then 
folio i«j the hall 
to another door. Open it. Noiu gou^re looking at the 
tiuo-story gallery you luere in earlier, but this time 
you^re upstairs. 


Peek into the gallery and methodically pick off the 
Krone guards up here, ducking back into the hall if 
you-’re injured. 


After you 
defeat all the 
guards on your 
leuel, moue into 
the gallery. There 
are more guards 
belouj, but as 
before, you need 
only gun them doiun if gou^re a perfectionist. When 
you^re done here, take the only unlocked door leading 
aiuag from here — irs on the left. 

Go through 
a small room 
filled ujith 
cleaner "bot 
parts. Enter 
another 
reception area, 
ujhere a pair of 
guards are taking couer behind some furniture. Slouj 
time, run up to them, and eithertake their ujeapons 
or bash them into submission. 


Peek through 
the massiue 
doors on this 
roonrs left 
side. Vou-’ll see 
a massiue, 
opulent office 
ujith a pack 

of guards holed up inside. This is prime grenade 
territory! Toss one in and ujatch 'em fly! Pick off the 
rest from the doorujay, sinking back as necessary 
ujhen hurt. 
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Approach a 
console on the 
luall, behind 
the big desk in 
this office. Turn 
a knob. This 
updates gour 
objectiues and 
unlocks a small side doorto the left. Turn left and 
deal luith a pair of guards luho emerge from that door. 


Take that 
door and follouj 
the short 
hall beyond 
to a pair of 
eleuators. Only 
one eleuator is 
operational — 
and only partially soj get inside that one. 


The eleuator jerks and lurches, then drops at an 
alarming rate. It pauses briefly at a loujer floor. Slouj 
time ujhen this happens to giue gourself a little 
entra margin for error, and hop out of the eleuator. 

[If you fail to get out here, you^ll die as the eleuator 
crashes at the shafrs bottom.] 


Whack the 
single guard 
here and turn 
back to face the 
tujo eleuators. 
The left one just 
destroyed itself, 
but the right 

one nouj ujorks. Get in the right one and ride it to the 
building-’s top. 


OBJECTIUE 

■ Proceed to the rooftop for 
eKfiltration 
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It’s time to get out of here, hrone-’s men are on full 
alert — so it won’t be easy. But you can handle it. 



Get off the eleuator and take the door on the right. 
Climb a flight of stairs and take another door. Now 
you’re on the rooftop. 


OBJECTIUE 

■ Reach the eKfiltratioii point 



Go left. Buck and crawl through a uentilation duct. 
On the other side^ gun down a pair of soldiers and 
aduance slightly. 



Grab the echo 
rifle leaning 
against the 
wall. Then look 
ouerthe roof’s 
edge and scan 
the nearby 
rooftops. In the 
distancej a Magistrate trooper sits on a turret firing 
at rebel craft in the sky. Vour new task is to take 
down all four of the turret gunners in this area. 














OBIECTIUE 

■ Use the radar to eliiiiinate the 
four anti-aircraft guns on adja- 
cent rooftaps 



Zoom in on the turret gunner and kill him, either 
ujith a headshot or by shooting the red euplosiue 
canisters beside the turret. 



Turn from the roof-’s edge. Anothertrooper appears 
through a nearby door. Gun him doiun, then take 
that door. 



The door 
leads through a 
short passage 
and to another 
door. Take that 
and emerge 
in a twisting 
passage along 
the rooftop. Follow it, taking down two more guards 
along the way. 


Near where 
the two guards 
stood is a 
slightly raised 
platform with 
another echo 
rifle leaning 
against the 
wall. Here you 



haue a shot at a turret gunner. 



Stand nent to 
the echo rifle 
and zoom in on a 
nearby rooftop. 

Once again, 
destroy the 
turret gunner 
either with a 

headshot or by detonating red enplosiues near him. 
This is the second gunner you-’ue eliminated. 



There's an ammo boH nearby. Use it when you get 
the chance. 



Just after 
you shoot that 
gunner, a helo 
swoops in and 
fires at you. 
Slow time and 
backtrack to 
the safety of 
the last couered hall. Don't worry — the helo leaues 
after shooting up your surroundings, opening up a 
passage for you to take in the process. 



After the helo 
departs, keep 
mouing along 
the rooftop, 
following the 
winding path 
and gunning 
down a few 
stray guards along the way. 
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When the 
path opens 
out into wider 
space dotted 
with uentilation 
ducts, hang 
back. There are 
seueral soldiers 
up ahead. Considertossing a grenade ortwo and 
use yourtime-slowing abilities liberally as you pick 
them off. 




moue forward 
and turn right. 
There are more 
soldiers in the 
immediate areaj 
again, a grenade 
is a good idea 
here. 








Just ahead is 
another slightly 
raised platform 
with an echo 
rifle leaning 
against the 
wall: a clear 
sign that you 
haue another shot at a turret gunner. Stand on the 
platform and lookforthe gunner. 



When you see him, finish him with a headshot. 
There are no enplosiues nearthis one. Thars 
three down. 



Just after 
you shoot that 
gunner, a new 
set of soldiers 
filters into the 
forest of uenti- 
lation ducts 
behind you. 

There are lots of them. Since the ducts let you get 
uery close to them easily, consider slowing time 
and running madly between them, blasting each 
with a shattergun [or punching repeatedly] before 
fading back as you run out of time energy, h couple 
of these assaults will clear out the grid of ducts. 



Follow the 
now-twisting 
path to a place 
where flames 
block your path 
Freeze time to 
pass them. 



Past the 

flames, a couple 
more soldiers 
ambush you. 

Gun them down 
and proceed 
through a small 
rooftop shed. 



On the shed's 
other side, look 
for an ammo 
boH sitting neut 
to a crescent- 
shaped 
window. Get 
ammo and look 
out the window, to the right, to see the fourth and 
final rooftop gunner. 


Blast the I 
gunner by I 
shooting the I 
euplosiues near I 
him. Vou now I 
haue dealt with I 
all the gunners, I 
and a new * 
objectiue appears. 
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Put down a few last guards as you leaue the uenti- 
lation duct area, hs you enter a long, straight section 
of this rooftop maze, seueral guards appear in front 
of you. Peer left and hide in a recessed areaj pick 
them off from there. 


OBJECTIUE 

■ Proceed to higher position and 
actiuate docking heacon 


Aduance 



through the 
opened grate 
of a rooftop 
generator. [It 
is destroyed in 
an enplosion 
just after gou 
take doujn the fourth gunner.] From there^ take a left 
go up a feuj steps^ and look for a horizontal beam. 
Run across the beam to an interior space and drop 
inside. 







Run through a couple of offices until you locate an 
eleuator. Get inside and ride it upstairs. 



UpstairSj enit 
the eleuator and 
go bach to the 
rooftop. Another 
echo rifle in a 
case ujaits for 
you — as do a 
feuj jetpach 

soldiers. Gun doujn the first one ujhile he-’s still on 
the ground^ then sinh bach to the protection of the 
doorujay and prepare for an assault. 



Jetpach soldiers fly uery quichly and erratically. 

They lihe to zip to one spot, houerthere, then zip to 
another place, irs generally best to find couerthat 
protects you aboue and to the side, build up some 
time energy, and then pop out and slow or pause 
time when you baue one in your sights. Then unload 
on him. A couple of echo rifle bullets or a thunderbolt 
shot worhs best, though any weapon will do. 

The hey is to use time energy to either slow or pause 
time. If you merely slow time, you'll still haue a 
difficult shot while the soldiers flit from one position 
to the nentj if s best to let them settle into one 
spot before shooting. Howeuer, you can solue this 
problem by pausing time entirely, which giues you a 
brief opportunity to shoot at a perfectly motionless 
enemy. Vou decide which method you lihe better. 


Stay close to 
the door you just 
came through. 
First you'll want 
to deal with the 



onslaught of 
ground troopers. 


using your 

harbine or shattergun. Then, when no regular troops 
are attaching, pop out, slow or stop time, and snipe 
the jetpach soldiers one by one. But beware: there are 
lots of ground troopers up here, and you'll lihely face 
more of them as you fight the jetpach soldiers. 


OBJECTIUE 

■ Locate and actiuate switch for 
docking beacon 



lUhen all 
uisible jetpach 
soldiers are 
down, aduance 
to a part of the 
roof dotted with 
a grid of uenti- 
lation ducts. As 
you reach this spot, more of Krone's troops rush at 
you from the roof's far side. A few remaining jetpach 
soldiers may also be in the min. Hang bachj let them 
come to you. Use time-slow and the encellent couer 
of the ducts, popping in and out of enemy uiew and 
finishing them quichly with punches or shattergun fire. 
Be methodical and run bach inside if you're injured. 




R 


Thera's an ammo bon near the grid of ventilation 
ducts, and a Karbine and shattergun are in tveapon 
cases scattered across the rooftop. 



When the roof 
is entirely clear, 
approach a 
sealed eleuator. 

Vou can't get in 
the eleuator, but 
the switch you 
must throw to 
actiuate the doching beacon is near it. 


iT/ 



Stand in front of the eleuator and turn around to 
see a leuer mounted on a post. This can be easy to 
overlook. Throw the leuerto load the nent level. 
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The Occupant 
rebels haue 
eetricated 
yeu from that 
stichy situation 
in hrone-’s 
building — but 
nouj you haue 
neuj problems. Otter a bit of dialogue^ yourzeppelin 
is attacked. Vou must man a turret and keep the 
airship from going dotun. 

Since this leuel simply consists of shooting at 
targets from your turret gum we cannot prouide a 
step-by-step walkthrough. Howeuer, we can giue 
you a heap of tips and technigues for mauimizing 
your effectiueness, and then prouide a general 
sense of what you-’ll face. First, some basic infor- 
mation: 




• Vourtwo main enemies in this leuel are aerial 
mines and jetfighters. 


■ Oerial mines are deployed on balloons. 
Euentually, as they get close enough to your 
airship, the mines detach from their balloons and 
fly toward the airship. 

• Jetfighters fly toward the airship, shooting, and 
then rocket past it. They then loop around and 
come back for another pass. 

■ Vour airship's health bar is in your HUD's upper 
left. If you allow the airship health to reach zero, 
the leuel fails and you must try again. 

Now for some tips: 



• Slowing time is just as important here as when 
you're on foot, make the best use of this ability, 
destroying as many targets as possible while 
time is slowed. 

• If you haue no nearby targets, turn off your time 
powers and conserue yourtime energy. Don't 
waste it while you're shooting at a really distant 
target. 

■ Balloons are biggertargets than the mines they 
carry, and if the balloon eeplodes, so does the 
mine. Therefore, aim forthe balloon if the mine is 
still attached to it. [Shooting balloons after their 
mines detach is pointless, howeuer.) 

■ Prioritize near mines ouerfar ones. Take down 
incoming mines first, then scan the horizon and 
aim forthose in the distance. 

■ Vour turret won't euer stop firing, but if s most 
effectiue if you let it cool off a bit between 
bursts. Don't hold down the trigger, therefore, 
when you haue no target. 

■ Pressing the Use button makes you get off the 
turret. But there's no reason to do that in this 
leuel. If you accidentally find yourself off the 
turret, immediately get back on board. 

■ Vour best shots at jetfighters are when they're 
flying straight toward you, and then for a short 
time as they fly away. But any time they're close 
is a good time to shoot. 

■ Don't forget your minizoom. If s still operational 
while you're using a turret! Engage it while 
shooting at distant targets. 


OBIECTIUE 

■ Defend zeppelin 

■ Destroy mines deployed from 
bombers 


With those 
tips in mindj 
settle in and 
start shooting. 
The first major 
luaue of foes 
consists 
of balloon- 

mounted mineSj directly ahead. Start gunning those 
mines as soon as you see them. Aim for balloons if 
the mines are still attachedj othenuisSj aim for the 
mines. 

Bombers arriue after a little ujhilej adding more 
mines to the min. Just heep targeting and destroying 
mines. 






As some 
mines get 
closej sloiu 
time and 
destroy themj 
then go bach to 
shooting distant 
mines. 


lUhen the 
mines are 
largely gone, 
a luaue of 
jetfighters 
appears. Again, 
use time-slouj 
to mahe it easy 
to gun them doujn. It takes a lot of firepoujer to bring 
doujn each fighter, but irs much easier ujhen the jet 
is close and time is sloujed. 





Don't get locked into looking straight ahead. The 
jetfighters attack from all angles, so use the full 
range of your turret to look around. 
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Keep blasting 
jetfighters 
and luatch 
the skies. 

Euentually a 
bomber cruises 
by, releasing 
a long line of 
mines. Slouj time and methodically gun doiun the 
line, taking out as many mines as possible. 

After 

destroying 
the big line 
of mines, you 
must diuide 
your attention 
betujeen a 
smattering 

of balloon mines ahead of your uessel and the 
remaining jetfighters. A good policy is to shoot all 
the nearby mines [and any really dense clusters 
of faraujay ones], and then guickly turn to blast a 
jetfighter ujhen no mines are close. 
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Repeat 
this process 
until the 
airship lands, 
and you're 
home-free. 


BETTER LHTE... 
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d. 

Vou-’UB suruiued your luild airship ride and landed 
luith a couple other Occupant rebels. Vour neuj tash 
is to find the crash site of a preuious rebel zeppelin 
that ujent doiun — but there-’s no time to thinh about 
that nouj: some of hrone-’s troopers haue found you 
already. 


OBJECTIUE 

■ Locate zeppelin crash site 



Two quad 
bikes and a 
uehicle with a 
manned turret 
roar in from the 
nearby road. The 
turret uehicle 
is on the right. 

Start running toward that uehicle, slowing time if 
you get hit with heauy fire. Blast the gunner out of 
the turret, taking aduantage of slowed time. 



newcomers. 
From here, gun 
down anyone who-’s uisible, and let a little time 
energy regenerate. Then, hop onto the turret, slow 
time again, and finish off the remaining troopers. 


Continue to 
the uehicle's 
right side, 
where you're 
couered from 
most of the 


When the 
coast is clear, 
get on one of 
the two guad 
bikes [the 
four-wheeled 
all-terrain 
uehicles the 

|i attackers leaue]. Practice driuing in circles a bit, 
including in reuerse. The button normally reserued 
for jumping [while on foot] actiuates a turbo boost. 

When you're ready, driue down the road. 

I Follow 
f the winding 
road. Pulse 
the throttle 
instead of 
holding it fully 
down. Driuing 
full-speed is 

likely to send you off a cliff. 




hs you 
approach 
a couered 
bridge, simulta- 
neously engage 
time-slow and 
use the guad's 
turbo boost. This 
gets you across the bridge. The bridge is unstable 
and tips as you driue across, so failure to slow time 
orturbo boost could send you down for a deadly fall. 



keep driuing along the road. Boon an ambush 
appears up ahead, consisting of seueral magistrate 
soldiers, including one manning a uehicle gun turret. 
Uou haue a couple choices here. If you haue an 
appetite for destruction, you can take on the ambush. 
If not, just gun your engine and driue through the 
ambush, ueering right to get past the parked uehicle. 



If you decide to take on the ambush, driue straight 
into the uehicle, engaging time-slow when you start 
to get shot then quickly dismount and finish off 


nearby soldiers with close-range attacks. Then get in 
the turret and destroy a few more soldiers down the 
road. Be sure to grata the thunderbolt that one of the 
guards heldj drop your shattergun for this. 




takes you up 
a mountainside and into another ambush: h few 


Regardless 
of whether 
you fight or 
flee, keep 
driuing past 
the ambush 
site. The road 


troopers stand in front of a train, which blocks the 
road. Take them down. 



A good technique is to driue in at full speed, ram one 
or two troopers with the quad, then dismount and 
slow time as you clean up any others. Watch out for 
a soldier ortwo hiding behind the train! 



After you clearthe area around the train^ get bach 
on your quad and take a right driuing onto a couered 
train bridge. 


Follow the 
train bridge^ 
which becomes 
a tunnel. Just 
outside the 
tunnel-’s end 
is a large open 
area and a 

small ambush of Krone soldiers. We recommend 
driuing into the ambush^ running ouer a soldier or 
two, and then slowing time and mopping up the 
others. Or, just hang bach in the train tunnel and pick 
away at the enemy slowly. 




fit least one of these guys has a thunderbolt 
crossbow. We find the thunderbolt uery useful in 
these outdoor areas, along with the echo rifle — so 
haue at least one of these weapons at all times. If 
you're carrying only one or the other, we recommend 
the thunderbolt, due to its larger ammo capacity. [We 
tend to hold the echo rifle, thunderbolt, and Karbine 
forthis section of the game.] 


After the 
ambush, you 
could get bach 
on the quad and 
follow the road, 
which takes you 
in a semicircle 
around this 

area. Instead, we recommend hugging the left ridge 
and walking forward. The ground slopes down, and 
you approach a camp filled with Krone troops. The 
camp is located on low ground in this area's center. 

Around this time, you may also receiue a new 
objectiue, which becomes clearer shortly. 



OBJECTIUE 

■ Locate the eKplosiues in the 
enemy camp 


The camp 
doesn't know 
you're here. Get 
behind a fallen 
tree, throw a 
grenade into 
the midst of 
the circle of 
unwitting enemies, then quickly slow time and 
pull out a thunderbolt or echo rifle to snipe a few of 
them. 



The pack 
of enemies 
includes both 
normal and 
jetpack soldiers. 
The jetpack 
uariety launch 
immediately, 
and the regular ones spread out. After your initial 
attack, we recommend falling back to the couer of a 
big tree and sniping at enemies. Pick off the ground 
troops that rush you first, then concentrate on 
farther enemies and jetpack troopers. Remember to 
slow or pause time when shooting jetpack troopers 
out of the sky. 




Take your 
time. When you 
can no longer 
see enemies 
from a particular 
couer spot, 
moue to another 
and scope for 
more. Be methodical and clear eueryone out. 


When the 
clearing is 
finally empty, 
approach the 
camp. Grab 
weapons from 
the fallen. Also 
collect some 
specialty grenades [laser mines and such] from a 
table. 
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Go inside the 
tent and make 
sure it’s clean 
then grab a 
thunderbolt from 
a case if you 
don't already 
haue one. Use 
an ammo bon to man out your ammo leuels. 


After dealing 
with the three 
trooperSj hop 
into the turret 
and look down 
the ridge. 
Seueral more 
troopers are 

running up the slope toward you. Let them all eat 
turret. 


Jump off the 
turret and into 
a nearby quad. 

Slowly ride it 
down the slope, 
following the 
road. Hold up 
when you reach 
a section of road marked by yellow warning signs. 
There are mines here! 


Slow time, 
then driue 
straight through 
the mined 
section of road. 
The mines don't 
haue time to 
detonate while 
time is slowed. 


Finally, grab an euplosiue deuice from the table. 


keep riding, 
but pay close 
attention to the 
track up ahead. 
lUhen you can 
see another 
small barricade, 
slow time and 
jump off. The train is about to smash through the 
small barrier and off a cliff, and you don't want to be 
on it when that happens. 


A trio of 

Krone's troopers 
is stationed 
here. Run up to 
the guardrail 
and blast the 
trooper nearest 
a parked uehicle 
so he can't get into the turret. Then deal with the 
other two. 


EHit the tent 
and hop on one 
of the quads 
parked behind 
it. Driue the bike 
straight ahead 
until you reach 
a huge sealed 
gate. 


Approach 
the gate on 
foot, plant the 
enplosiues with 
the Use button, 
then slow time 
and backpedal. 
Keep mouing 

away from the door until yourtime energy runs out. 
[Vou don't want to be anywhere near the door when 
it euplodes.] Afterthe door does blow, go through it. 


There are train 
tracks in here. 

Climb on a train 
and throw a 
leuerto start 
it mouing. Ride 
the train as it 
breaks through 
a wooden barricade. 


OBJECTIUE 

■ Destroy the train track gate with 
the enplosiues 
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concrete 
barriers and a 
guard toiuer. 

Get off the bike 
and stand behind one of the barriers. Snipe the guy 
standing in the guard tower. This tips off the rest of 
the soldiers — and there are a lot, both in front of and 
behind a big fence up ahead. 


Keep 

following the 
road until you 
see some 



methodically snipe enemies, starting with the 
ones nearest you, then mouing to those behind the 
fence. 



When all is 
clear, moue 
toward some 
big cargo 
containers to 
the right. Near 
the containers 
is a wide 

wooden board balanced on a central piuot: in other 
words, a teeter-totter. Get on the low end, pause 
time, and run up the high end. Jump onto the nearest 
cargo container. 


From here, 
jump to the 
cargo container 
that’s nearest 
the fence. Then 
leap right ouer 
the fence. 



OBJECTIUE 

■ Actiuate gate controls on toujer 
to enit enemy stockade 


Enplore the 
camp beyond 
the fence. Inside 
one of the tents 
is a harbine and 
a shattergun 
in a case. 

Remember, 

lue recommend hauing both the echo rifle and the 
thunderbolt luheneuer possible forthese outdoor 
areas. The harbine makes a fine third ujeapon^ but lue 
don^t recommend the shattergun for outdoors. 

lUhen you-’re 
donSj climb up 
the ladder on 
the tall guard 
toujer. Look 
for a red leuer 
up here. This 
controls the far 
gate. Pull the leuer and immBdiatBlij start craujling 
back doiun the ladder — a magistrate uehicle is 
about to come crashing into yourtoujer^s supports. 

Let the 

uehicle crash 
into the toujerj 
just be far 
aujay ujhen it 
happens. Gun 
doujn a pair of 
soldiers ujho 
managed to get off the uehicle before it crashed. 
Then climb aboard a quad and roll through the neujly 
opened gate. 

Up ahead is 
ujhat looks like 
a partially open 
draujbridge 
made of logs. 

Use your turbo 
boost to fly 
ouer it. 



Driue into a tunneL but be ujatchful. As you round a 
bendj a pool of electrified ujater appears. 













d. 



Back up the quai giuing gourself some room to gain 
speed. Reu the engines and driue full speed toujard 
the pooL using turbo boost for added poujer as gou 
approach the edge. Freeze time just as you fly ouerthe 
edge. lUith luck and skilL your quad luill clearthe pool. 

If you end up in the pooL immediately bail off the 
quad and run the last feuj steps to the other side. The 
nent leuel loads ujhen you-’re a short distance past 
the pool. 
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SeKlcie] 


Treacherous 
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Vou-’ue found the spot luhere the zeppelin crashed. 
Noiu your task is to proceed into this area and see if 
hrone-’s men are holding any prisoners. 


OBJECTIUE 

■ Infiltrate zeppelin crash site pe- 
rimeter and proceed to the prison 

■ Utilize toujer uantage point to 
clear out enemy defenses 

■ Flank the trenches uia tunnel 
drainage system 



Driue forujard until a rouj of barriers blocks further 
driuing. Get off the quad and sneak up on three Krone 
guards ujho haueiVt noticed you yet. lUhen they do 
notice you^ slouj time and run up to beat them doujn. 





















mouB foriuardj 
toiuard a parked 
troop transport 
uehicle. 

Enemies are 
siuarming here. 

AlsOj up ahead 
is a parked 

uehicle luith a gun turret just behind a fence and a 
toujer luith a Bloodhound-equipped sniper in it ahead 
and to the left. First things first: Run and jump into 
the back of the transport uehicle. Ambush angone 
ujho runs around back to shoot at gou. 

UJhen nobodg 
else comes 
at gou around 
the back of the 
truckj jump 
out. There are 
tujo major 
threats still 

lurking out here: the uehicle turret [on the right as 
you approached from the leuel start] and the sniper 
toujer [on the left]. lUe recommend immediatelg 
sloujing time as gou enit the truck. Slide to the 
right so the toujer caiVt see gou. Zoom in on the 
uehicle turret gunner begond the gate^ and plant a 
thunderbolt projectile in his head. 


Nouj slide 
to your couer 
uehicle-’s other 
side and do the 
same ujith the 
Bloodhound- 
ujielding sniper 
up in the toujer. 
Also ujatch for soldiers coming from the uicinity of 
the toujerj a couple are still doujn there. 


lUhen the 
sniper fallSj 
moue to the 
sniper toujer-’s 
basBj taking out 
the remaining 
soldiers in the 
uicinity as gou 
moue. Climb up tbe sniper toujer. 


Up here^ fullg 
restock gour 
ammo from 
an ammo bon. 
[Remembec 
you should 
haue both an 
echo rifle and a 
thunderbolt and there-’s another echo rifle at the top 


of the toujer.j Look out across a teeming magistrate 
militarg base. Just think: here you are^ ujith tujo great 
sniper ujeapons and an unlimited ammo supply. 


Due to the long distances inuolued and the fact that 
euen ujith time slowed gour opponents may moue 
around a bit [and thus dodge a crossbow bolt], the 
echo rifle is our weapon of choice forthis. 


Now start 
picking off 
eueryone else. 
Stay patient 
use couer to 
limit how many 
enemies can 
see you at oncBj 
and hide behind the larger^ immobile bones when 
you-’re seriously hurt. 


There^s also a Bloodhound rocket launcher up here,- 
but don^t feel obligated to grab it. The echo rifle and 
thunderbolt remain ourtwo "miust-haue^^ weapons^ 
at this point. 


Vour task now 
is to completely 
depopulate 
the base. 

Thars not hard, 
considering the 
weapons you 
haue. Vou also 
haue decent couer in the form of bones. If you^re 
hurt, retreat behind the bones until your health is 
restored. 


Start by 
taking out the 
occupants of 
the base^s two 
other sniper 
towers. Those 
guys haue an 
angle on you, so 
get rid of them first. Start by picking off the one on 
the left, as he has a Bloodhound missile launcher. 
Then snipe the one on the right he has an echo rifle. 




d. 



Some of 
the toughest 
enemies are the 
ones manning 
turrets in smalL 
enclosed huts. 
There are two 
of these: one 
straight ahead and one wag to the left. Slow time 
and use precise headshots to clearthese enemies. 



When nothing 
more is stirring 
in the militarg 
base^ consider 
dropping gour 
Karbine in 
fauor of the 
Bloodhound. 

Then go bach down the ladder [look down at it to 
climb downj a fall will hill you]. Then head toward 
a parked transport uehicle and gun down a few 
soldiers there. 



Go bach into the tunnel behind the parked uehicle. 
Nearthe bach wall is an open grate. Drop through the 
grate into a smaller steam tunnel. 



Follow the tunnel to a ualue wheel and a gate. 
Press and hold the Use button to use the wheel and 
crank open the gate. Pause time as you release the 
wheel, then run through the gate. But don-’t go too 
far — there's a very narrow ledge out there. 


Pause for a 
moment on the 
ledge, letting a 
pair of enemy 
helos fly by 
ouerhead. Turn 
right. When your 
time energy 

is bach, run along the ledge, up toward the military 
base. Plong the way is a patch of ledge that will 
crumble underfoot. To ensure that you make it across, 
slow or pause time as you run across that bit. 

Now you're 
at a gap looking 
into the back of 
the base. There 
are seueral 
more enemies 
aliue in the base 
[despite your 
sniper rampage moments ago], so start the process 
of mouing forward a bit, shooting one, and then 
sinking back into the gap. 





There are a 
few enemies 
on gour right 
as gou creep 
up the slope. 

Clearthem out 
earlyj then gou 
can concentrate 
on the left, which is where most of them come 
from. Don't be surprised by their numbers: a truly 
remarkable stream of soldiers runs in from the left. 



When the 
coast seems 
clear, moue 
ahead and 
start collecting 
weapons, as 
gou'ue used 
tons of ammo. 

An echo rifle is in a turret hut on the right, and there are 
mang dropped weapons all ouer. Don't hesitate to drop 
gour Bloodhound for something else once it's empty. As 
you aduance, watch for more soldiers running in from 
the left: again, there are a surprising number of them. 


keep 

aduancing, 
using the 
trenches for 
couer and 
gunning down 
seueral more 
soldiers as they 
appear. Euentually your path ueers leftj keep mouing. 
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Approach a uehicle ramp. Pull a leuer on the right 
to drop the ramp. Then climb it. 


Watch for 
a cluster of 
soldiers on the 
left, including 
one manning 
a uehicle 
turret. Slow 
time and pick 
off the turret gunner, then run to the right and take 
couer near an empty troop carrier. Keep fighting the 
soldiers in the distance. 

As you fight, 
another troop 
carrier driues 
in from behind 
you. Hop into 
the back of 
the empty 
troop carrier 
you-’re using for couer, slow time, and blast the 
newcomers. Finish off the group you were working 
on. Watch out for a guy with a thunderbolt in an open 
eleuator on the building under construction to your 
left. Take him out as soon as possible if he appears. 





OBJECTIUE 

■ Nauigate through the scaffolding 
to reach the enemg eiicampment 


when all is clear, approach the eleuator of that 
unfinished building. There-’s a wheel mounted on 
the ground nearby. To use the eleuator, press and 
hold the Use button on the wheel. This makes the 
eleuator rise aboue your leuel. Release the wheel 
and run to the eleuator, which starts sinking as soon 
as you let go of the wheel. When the eleuator gets 
back down to your leuel, hop inside and immediately 
rewind time. This reuerses the eleuatofs descent 
and you rise. Quickly jump off at the top. 

Uou-’re now 
on some 
scaffolding. 

Climb up a ramp, 
then jump some 
crates to a short 
ladder. Take 
the ladder and 
follow the scaffolding to a series of bones. Jump the 
bones and drop to a slightly lower bit of scaffolding. 

Keep 

following the 
scaffolding, 
dropping or 
climbing when 
needed. All of 
the chain-link 
fence makes 
things a little confusing, so pay attention or you'll 
find yourself back where you started. Eliminate a 
single guard who gets in your way. Euentually you 
reach a spot where a wide board is hanging by a 
rope. Shoot the rope to make the board drop, forming 
a bridge to a guard tower. 





Take the bridge to the guard tower, and grab the 
Bloodhound missile launcherfrom the case at the 
top. It's a somewhat clumsy weapon despite its 
power, but it's worthwhile to take one now and 
practice using it. We'd drop the Karbine to make 
room for it, if you still haue a Karbine. 


yy 
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Go doiun the 
ladder. There 
are lots of 
soldiers in the 
small minibase 
doiun herej 
sloiu time and 
immediately 

start launching missiles into the midst of them. Pop 
foriuard and bach, using couer ujhen necessary, 
and clean out all the soldiers. Siuitch to precision 
ujeapons to get the ones farthest aiuag. 
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Inuestigate the militarg tents in the area. lUatch 
for suruiuors as you do this. One of the tents has a 
bach door. Tahe it. 



On the tenrs other side, ueer hard to the right, 
going doujn a slope. Ahead is the zeppelin you^ue 
been loohing for. A neuj objectiue appears. 



Inside the 
zeppelin, go up 
some stairs, 
then looh for 
a hole leading 
bach to the 
enterior. Go 
through the 

hole. lUalh along more debris ramps. Keep folloiuing 
the path through the zeppelin. 



Finallg you 
emerge on the 
other side. Up 
ahead is a giant, 
rapidly spinning 
propeller blade. 



Approach the 
propeller blade, 
getting as close 
as gou can 
ujitbout falling. 
Slouj time and 
ujalh onto tbe 
blade as it 

reaches you. Ride the blade about halfujay around 
its circular path, then drop off onto a ramp on the 
other side. This is a trichy maneuuer, but it can be 
done! 



VoLi camt reach the section of ramp thars easily 
uisible from your starting point, irs too far away. 
The ramp section you want is almost directly on the 
other side of the propellerfrom where you started. 
Vour ride on the blade takes you so close to it that 
you can literally walk onto it Ino jumping required]. 


OBJECTIUE 

■ Locate the train tracks on the op- 
posite side of the canyon 


Go up a ramp 
of fallen debris, 
and get inside 
the askew 
zeppelin. 




Follow a 
switchback 
ramp up tbe 
mountainside, 
gunning down 
two of hrone-’s 
men along the 
wag. There-’s an 
ammo bon here: fill up your weapons. 
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At the ramp-’s 
topj a guard 
toiuer ouerloohs 
a train depot 
thars siuarming 
luith hrone-’s 
men. Take doiun 
the sniper first 
then use the Bloodhound to start blasting aujag 
at the men around the train. There are a surprising 
number of them, so rushing doujn there is a bad 
idea. Hang back and fire aiuay at them. Go back to 
the ammo bon to replenish your ammo supply as 
needed. 


OBJECTIUE 

■ Clear the Dhstructian on the train 
tracks 


After you 
clear out all 
these tenacious 
defenders, drop 
onto the train 
tracks. Take a 
right and follouj 
the tracks into 
a short tunnel, luhere you-’llfind a small train engine 
loaded ujith enplosiues. Get on board the engine, 
throuj a leuerto start it, and immediately drop off. 



The engine surges foriuard, knocks into a second 
train, and bloius itself up. In the process it clears 
debris from the tracks. 



Nouj run up to the second train, ujhich ujas not 
damaged in the enplosion. Get in front and throiu the 
leuer. The train chugs forujard, taking gou to the nent 
leuel. 
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n ua^ssjimi -fCxaiMim -^nt^/ms. mszL^ 

The last tiuD leuels ramped up the difficulty leuel someiuhatj pitting you against greater numbers of 
opponents. UJelL good neujs: The number of enemies you face ujon-'t go up much from this point foriuard. In 
fact some areas haue feiuer enemies than you haue preuiously encountered. Hoiueuerj the quality of your 
foes sloujly increases^ so enpect some tough battles ahead. 
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Vou're close to a secret prison where Krone is 
keeping the captured resistance fighters from the 
crashed zeppelin. Now it’s time to get in there and 
set them free. 


OBJECTIUE 

■ Infiltrate prison and rescue Oc- 
cupant captiues 



Get off the stalled train and go through a small 
door on the right. Tahe a second door. Vou emerge on 
another set of tracks. Turn left. 



Up aheadj 
the tunnel 
ujidens out into 
a larger cauern. 
The cauern is 
packed ujith 
hrone-’s soldiers. 
Approach the 

cauern but doiVt go insidej open fire from back here. 
There are enplosiue barrels at a feiu spots^ ujhich 
you can shoot to good effect. 


Sloujlg ujork 
your ujay 
forujardj to 
more couer^ as 
you clear out 
the nearest 
enemies. 



Completely 

clear the cauern. There are a couple opponents 
across a narrouj rail bridge. Don-’t cross the bridge 
yetj just snipe them. 


After clearing 
the caueriij look 
on the right side 
for an ammo 
boH and a case 
containing a 
thunderbolt. 

Grab it to stock 
up on ammo. 
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flash Guards 


lUhen you-’re 
done herBj start 
running across 
the narroiu rail 
bridge. As you 
approach the 
midpoint tiuo 
jetpack soldiers 
pop up, one to either side. Sloiu time and backtrack 
all the luay to couer. Destroy the jetpack soldiers 
from couer, let yourtime energy build back up, and 
then go back onto the bridge. 

lUhen you^re more than halfiuay across the bridge, 
a door opens and a train comes at you full speed. 
Pause time [to preuent the train from smashing into 
you] and keep running. When you reach the other 
side, immediately get off the tracks. When time 
resumes, the train blasts by. 

Enter the 
tunnel the train 
came from. 

There are seueral 
Flash Guards 
in here. These 
magistrate 
troopers are 

equipped ujith time suits, just like you. Consequently, 
they periodically moue around at hyperspeed. This 
makes them entremely unpredictable. 

They’re also equipped ujith EmF cannons, ujhich 
are potent short- to medium-range magnesium- 
projectile guns. 


OBJECTIUE 

■ Find the enplosiues and destroy 
the gate 


Take doujn the 
Flash Guards. 

Dodge and use 
couer ujhen 
theyye on the 
moue, then slouj 
time and snipe 
them ujith the 
thunderbolt ujhen they pause to shoot. When you slouj 
time. Flash Guards-’ hyperspeed becomes more like 
normal speed. They are as slouj as any other enemy 
ujheneuerthey are not using their speed poujers. 



We"-recommend grabbing an EmF cannon from a 


fallen Flash Guard. At this point in the game, we like 
to carry a thunderbolt, an EmF cannon, and an echo 
rifle [the rifle is not necessary, but we^re suckers for 
sniping, euen indoors]. Substitute a different weapon 
for the echo rifle, if you prefer a different gun. 


Flash Guards are recognizable by their periodic 
bursts of hyperspeed. A glowing nimbus 
surrounds them as they jet around, firing 
magnesium projectiles at you and generally 
mahing your life miserable. 

The key to dealing with Flash Guards is to 
haue time energy auailable. If you're low on 
energy, get behind couer, as far from the Flash 
Guards as possible. 

When you do haue time energy, wait for a 
moment when the Flash Guards are not using 
their hyperspeed. (This opportunity often arises 
when the Flash Guards haue taken couer.) Then 
slow down time, rush the Flash Guards [going 
around their couer if necessary], and shoot them 
as you would any other opponent. They are not 
especially durable. 


Up ahead and 
tc the right, note 
the barred gate, 
which requires 
euplosiues 
tc open. Then 
follow the 
tunnel's left fork. 

Take a 
small door 
on the right, 
into a supply 
room. Grab 
the BHplosiuB 
deuicB on the 
table. Grab the 
EmF cannon from the chest [if you didn-’t grab one 
earlier] and use the ammo chest to man out your 
ammunition. 

Go back to the 
gate that needs 
the BHplosiuBS. 

Plant the 
enplosiuBS and 
slow timej get 
as far away 
from the gate as 
possible before i 
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Gd through 
the gatBj drop 
doiun a slope, 
then turn around 
and enter a 
tunnel beneath 
the ledge gou 
dropped from. 


Approach the 
electrified pool. 

To cross it, first 
pause time and 
run across the 
first part to a 
patch of dry 
ground in the 
middle. Then, luhen you haue time energy, pause 
time again and cross the second part. 


Climb a 

ladder and heap 
mouing until 
gou emerge at 
the top leuel of 
hrone-’s secret 
prison. Vou 
receiue neiu 
objectiuBS. 


Circle around 
the top floor, 
shooting prison 
guards belouj 
you. Vou can 
shoot right 
through the 
chain-linh fence. 
Keep mouing around and shooting until you see no 
guards beloiu. 


Circle around 
to the roonVs 
other side, 
and look for a 
missing section 
of chain-link 
fence. Drop 
through that 

hole to a loujer floor, then go doujn a flight of stairs. 


OBJECTIUE 

■ Euacuate Occupant forces from 
prison 

■ Eliminate all threats preuenting 
prison euacuation 

■ Find the control room and free the 
Occupant prisoners 


couple 
more prison 
guards emerge 
through doors 
on this leuel. 
Gun them 
down. Look for 
the security 

roomj it has a small red sign by the door that reads 
"Security.-’" 

Go inside the 
security room 
and pull a leuer 
located on the 
walL just aboue 
the console. 

This frees the 
prisoners and 

completes your most recent objectiue. 





Go through the 
now-open gate ner^t to the security room door and 
follow the corridors beyond. 


EHitthe 

security room, 
immediately 
turn right, and 
take another 
right when you 
reach the wall. 


Vou emerge 
on a train 
platform. Three 
of the four 
train tunnel 
entrances 
leading away 
from this 

platform are sealed. Locate the open one, and start 
running down the tracks. 



h short distance down the tracks is a guad. Hop on 
it and driue into the nent leuel. 
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OBJECTIUE 

■ Proceed to Occupant rendezuous 
point 


Driue your 
quad until you 
reach some 
roadblochs. 
lUhile you 
can driue 
around these 
roadblockSj 

there-’s debris bloching the road ahead^ and enemies 
on a ridge to the right can shoot doujn at gou if you 
driue any farther. 

Therefore^ get off the quad ujhen you reach the 
roadblochSj then moue up the ridge^ bearing to the 
right as you go. 



OBJECTIUE 

■ Proceed through enemy check- 
points 



There are 
seueral soldiers 
lurking in the 
grass on the 
ridge. Use 
slowed time 
and thunderbolt 
shots to thin 

them out. When you aremt taking much fire^ aduance 
to a boulder in this areals middle. Using it for couer, 
clean out the remaining enemies. 


When all is 
guiet aduance 
toward a 
burned-out 



tower. Stay to 
its right. Vou-’ll 
reach a spot 
where you can 
jump back down to the road — past the big pile of 
debris that blocked your path earlier. Drop down here. 














Eliminate a 
pair of soldiers 
patrolling the 
roadj then 
run foriuard. 

Up ahead is a 
platform luith a 
bridge running 
ouer it. Start sniping at the soldiers on the platform 
and at a pair of them perched on the ouerhead bridge. 

Sloiulg 
aduance^ 
sniping any 
remaining 
soldiers. On the 
platform is an 
ammo chest 
and a lueapon 
chest containing a thunderbolt. Stock up on ammo. 

lUalh across 
a short bridge 
[ignore the quad 
parked on the 
bridge for noiu] 
and notice the 
EmF cannon in 
the chest bg 

the gatehouse. Grab it if you doiVt haue this ujeapon 
alreadg. 






Inside the gatehouse is a leuerthat controls 
I) the bridge [ujhich is actuallg an unusual form of 
a draujbridge]. Throuj the leuer^ then immediatelg 
slouj time and run toujard the quad parked on the 
draujbridge. Get on the quad just as your time 
poujers run out. Then luait as the bridge section 
you-’re on rises into the air. [DoiVt ujorrg — unlike a 
tgpical draujbridgej this one doesiVt tip gou off.] 

lUhen the bridge is done mouing^ back the quad up 
uery slightlg^ then driue full-throttle ahead^ using the 
quad-’s boost poujer in addition to the accelerator. 
Vou driue right off the bridge-’s end^ and ouer the gate 
up ahead. 



If you fail to clear the gate, you need to wait. After 
about a minute, the bridge settles back down to its 
original position. Park the quad back on the bridge 
[right where it was before], return to the gatehouse, 
and then try the whole thing again. 


Driue ahead a 
short distancej 
get off the quad 
after gou turn a 
bend and can 
see a guard 
tower in the 
distance. 



Staging well 
back, snipe the 
soldier in the 
guard tower, 
or shoot the 
enplosiues at 
the tower^s 
base, thus 

destroging it and him. Then turn gour attention to 
a cluster of soldiers guarding the ground nearthe 
tower. 




Sentrg appears 
nearthe guard 
tower and starts 
firing at you. 
Immediately slow time and retreat back around 
the bend in the road until the Sentry can^t see you 
anymore. 


As you 
shoot the 
soldiers, a giant 
mechanized 


OBJECTIUE 

■ Euade the Sentry 


At this psintj 
wait for your 
time energy 
to return, then 
slow time and 
pop out of 
couer. Snipe any 
uisible soldiers 
near the Sentry’s feet, then drop back behind the 
bend in the road, again using it for couer. Repeat this 
process until no more soldiers are uisible nearthe 
Sentry. 





lUhen you 
can no longer 
see soldierSj 
charge up gour 
time energg 
and run doiun 
the madj ujhich 
leads more or 
less toiuard the Sentrg. Sloiu time as the Sentrg starts 
firing at gou. Vour goal is to get behind a uery luide tree 
before gourtime energy runs out. lUhen you^re safe 
behind the tree, you can recharge yourtime energy. 


Nouj you are 
in business. 
lUhen you haue 
time energy 
again, slouj 
time, pop out 
of couer, and 
run sideiuags 
luhile launching four missiles into the Sentrg. [Just 
dumb-fire themj gou doiVt need to use the lueapon^s 
Secondarg Fire mode.] Then duch bach behind the 
truck. 



Ignore the smaller pieces of couer along the ujay. 
The big tree is the one you ujantto hide behind. 



There may be a feuj soldiers left up aheadj at 
least one may be manning a gun turret. Cautiously 
peek out of couer and snipe anyone ujho remains, 
meanujhile auoiding the Sentry^s guns. 



Charge gourtime energy, then sloiu time and 
aduance toiuard a parked truck thar s just to the road^s 
right [and uery nearthe Sentry], jump right in back of 
the truck before time resumes its normal floiu. 



There are Bloodhound missile launchers in the 
back of the truck, along ujith a handy ammo bon. 
Grab a Bloodhound and stock up on ammo. 



Repeat this 
process until 
you blouj up the 
Sentry. Vou can 
easily destroy 
it before the 
Bloodhound 
needs more 

ammoj houjeuer, if you do need ammo, slouj time 
and use the ammo crate near ujhere you got the 
Bloodhound. 



If you ujish to, you can drop the Bloodhound right 
after you destroy the Sentry. UJe prefer to go ujith the 
thunderbolt, echo rifle, and EmF cannon in these big 
outdoor areas, unless something [in this case, the 
Sentry] makes us pick a different weapon. ^ ! 



Aduance 
past a line of 
metal uehicle 
barricades, then 
take a right and 
walk up the 
slope. 



g 


just for fun: if 
you haueirt 
already, shoot the 
euplosiues at the 
guard towards base 
to make it collapse. 













Up ahead, an the readme right side, is a quad, hnd 
farther ahead is a leg bridge luith a gap in it. Get on 
the quad and jump the bridge, using the quad-’s turbo 
boost. 


Driue to a T-intersection. Get off the quad and look 
right. Snipe a pair of soldiers standing in the road, 
then take couer behind the quad and snipe seueral 
more in that general area. 


Slowlg 
aduance on 
foot, hugging 
the road-’s right 
side, hduance to 
a telephone pole 
and take out 
all remaining 
soldiersj be aware that there-’s a turret up ahead. 


moue ahead 
until you find 
some rolls of 
barbed wire 
blocking the 
road. Now cross 
to the road-’s left 
side. Here you’ll 
find a full military camp, complete with a tent, some 
weapon chests, and an ammo chest. 



hs you walk 
ouer here, 
a transport 
uehicle bursts 
through a fence 
back nearthe 
road, parks, 
and discharges 
seueral more of krone-’s men. Get behind the military 
tent for couer and snipe all the newcomers. Then get 
ammo from the ammo chest. 


Walk through 
the gate the 
transport 
uehicle just 
destroyed. Get 
on a quad on the 
other side, and 
driue forward. 

Vou-’ll encounter two more soldiers, who you can 
either run ouer, shoot, or just driue past. [There-’s also 
a truck parked here containing a Karbine, but you 
don’t need a Karbine, so just driue past.) 




worry — it’s 
just a giant 
magistrate 

Sentinel walking nearbg. It won’t attack youj it’s 
going after othertargets. 


Keep driuing. 
When you feel 
and hear a 
giant thudding 
sound, don’t 


Keep driuing until gou reach a fork where the 
paued road continues to the right and a dirt road 
goes left. Take the dirt road. 



h broken log bridge is up ahead. Driue straight for it 
and use the quad’s turbo boost to jump to the other 
side. Then either get off the quad and quickly gun 
down two soldiers or just driue past them. 



Just past the 
jumpj as the 
road slopes 
down, is a big 
section of road 
with mines in 
it. [There are 
yellow caution 
signs, but tbeg're bard to see.] Slow time as you 
approach this section of road, and then put the pedal 
down. Race along with time slowed until you reach 
a T-intersection with a paued road. Vou're safe from 
mines when you reach the T. 

Turn right 
and pause to 
let yourtime 
energy recharge. 
Get off the quad 
and slowly 
aduance. R 
couple soldiers 
stand near a parhed transport uehicle up ahead. 

Keep aduancing and picking off anyone you seej 
there is a turret beside tbe uehicle, so be prepared to 
snipe the gunner as quickly as he appears. 





Watch out for a lone soldier on a bridge up aboue. 



fi gate blocks your path — but conueniently, tbe 
parked transport is loaded with euplosiues. To 
detonate it, lob a clutch grenade into the back of tbe 
truck, then slow or pause time and run as far away 
as possible before it euplodes. Vou can also sboot 
a thunderbolt into the back of tbe truckj just be sure 
to pause time before you fire, and then get away 
quickly. 


Get back on 
tbe quad and 
driue through 
the newly 
destroyed gate 
Driue forward 



until flaming 
debris appears 
ahead, blocking 


the road. 


Leaue the quad and drop off the road-’s left side. 
Follow the path until the neat leuel loads. 
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storm Guards (ContinuedI 



Vou-’re getting close to hrone-’s munitions plant 
ujhere you-’ll meet up luith some rebels and get to 
ujreak all sorts of hauoc — later. For nouj^ gou just 
need to get there. And getting there ujill not be an 
easy task. 


OBJECTIUE 

■ Locate the muiiitions Plant under- 
ground entrance 

■ Proceed through minefield to 
reach rendezuous point 



moue forujardj 
collecting 
thunderbolt 
ammo from a 
ujeapon chest 
nearby. Follouj 
the curue of 
a mostly dry 

riuerbed. Duerheadj notice one of hrone-’s airships. It 
almost looks like irs dropping some sort of pagload 
up ahead.... 



Keep mouing 
cautiouslg 
forujard. 
Suddenly, shots 
start coming 
from up ahead. 
Seueral enemies 
dropped bg the 
airship are attacking you. Afeuj of them are regular 
soldiers, but mined in are Storm Guards, sometimes 
knoujn as Quantum Guards. Vou hauen-’t dealt ujith them 
before. Check the sidebarfor details on these gugs. 


storm Guards 


storm Guards, 
aka Quantum 
Guards, carry 
energy shields 
f and typically 

I wield Hellfires, 

■ J which are 

I comho submachine guns and flamethrowers. 

I They are at least partially robotic, so they grip 
I their weapons too tightly for you to steal them 
while time is slowed. 

The flamethrower portion of Storm Guards' 
Hellfire weapon makes them euceptionally 
dangerous at close range. 






Storm Guards are much more durable than 
regular soldiers, and their energy shields make 
them even more so. Here's an important tip: 
Their shields are rendered temporarily useless 
when you pause time [slowing time won't get it 
done]. Therefore, irs best to stay away (behind 
cover when possible], build up time energy, and 
pop out and freeze time. Then unload on them. 

While it is possible to hill Storm Guards 
without pausing time to bypass their shields, 
their shields make them about twice as 
resistant to damage as they'd otherwise be. 

So, for euample, two thunderbolt missiles will 
generally hill a Storm Guard on the medium 
game difficulty, /f you pause time. However, if 
time is free-flowing, it will often take four bolts 
to finish him off. 

It takes many punches to hill a Storm Guard, 
so slowing time and running up for punch hills 
is effective onlg if you're facing one of them. 
(Vou'll have to punch that lone guard at least 
five or siu times to get the hill.] Again: the 
safest policy is to use cover, stay bach, and 
unload on Storm Guards whenever you have 
enough energy to pause time. 

Finally, don't be shy about using gour 
grenades against these guys. They were made 
for this sort of tough enemy. 


□id you read 
the sidebar? 

Good. Now 
drop bach to 
the cover of a 
boulder. Start 
dealing with 
the soldiers 

and Storm Guards in the way we suggested: pop out 
briefly, pause time, and use powerful weapons [ideally 
the thunderbolt or echo rifle] to blast a Guard while 
time is frozen. Then hide and repeat. Use grenades too. 
Retreat to farther cover if you get swarmed. 



It'll take a while, but eventually you'll finish off all 
the attackers. 







should you collect Hellfires from the Storm Guerde? 
They're cool weapons but are betterfor indoor 


situations. Consider holding off for nowj later, when 
you get inside^ thinh about dumping the echo rifle for 
one of these. 


instead of 
following the 
riuerbed, climb 
up the slope to 
the left, moue 
forward^ staying 
left. Remain on 
high ground and 
circle around the riuerbed. Euentually a path appears. 
Follow it. 




There are minefields in this area: a good reason to 
stick to the path once you find it. 



lUade directly through the pond. On the other side 
are seueral Occupant rebels. Approach them and 
listen to what they say. it seems they're about to 
stage an assault on tbe munitions plant to tbe right. 

lUben they're 
done talking, fill 
your ammo from 
an ammo chest 
on the ground. 

[There's also 
a thunderbolt 
and E(Y1F cannon 
here, but you should already haue those.] Turn right 
and start running up the hill toward the munitions 
plant. 



When you 
reach railroad 
tracks, get on 
them, turn right, 
and walk until 
you reach a set 
of barriers and 
barbed wire that 

preuent furthertrauel along the tracks. 

Slow time 
and drop off 
the tracks' 
left side. Vou 
must slow time 
before dropping, 
because there 
are mines here, 
and they'll detonate if you approach them in real 
time. Run straight forward, toward a pond. 



Vou're only safe from mines when you'ue entered 
the pond. 


OBJECTIUE 

■ Ambush the fortified perimeter 
i ujith Occupants 


Take CDuer 
behind a 
boulder. Settle 
iOj equip your 
echo rifle or 
thunderbolt and 
start sniping. 
Tons of hrone^s 
men are on the slope leading to the plant and the 
hillside is carued ujith trenches. Start taking doiun 
these gugs. Vour rebel allies luill help. 

After killing 
the majority of 
the enemieSj 
aduance to a 
fallen log and 
take couer 
behind it. 
Continue to 

snipe. Euentually a turret near the hilltop starts 
laying doujn blistering firej remain behind couer until 
gour allies order you to take doujn that turret. 













TCMFSHIFT 


when you 
haue some time 
energy built 
upj slouj time^ 
then run foriuard 
and to the left 
aduancing up 
the hill. Drop 
into the nearest trench. 



Keep a lookout for a Bloodhound in a chest on the 
hillside. 

\ . 


Crouch and aduance through the trends until it 
starts to turn right. Note that the trench ujill not 
alujays protect you from the turret so keep mouing 
until you find a spot ujhere yodre safe from it. Pause 
only then. 

moue from 
trench to trencit 
staying as far 
left as you 
can ujhile still 
benefiting from 
the trenches. 
Aduance up 

the hill [ujith time sloujed] ujheneuer you haue time 
energy^ and recouer your time energy ujheneuer 
yodre behind couer. Euentually you ujill emerge in a 
trench to the left of the turret. 





As alujays, make sure to slouj time ujhen you 
attempt these difficult passages. And to maHimize 
your couec crouch ujhen you're in the trench. 






When you're 
as close to the 
turret as the 
trench luill take 
yow slouj time^ 
jump out of the 
trench, and run 
for the turret. 

[Vou luill haue to ueerto the right in orderto actuallg 
reach the turret, as in some places the ground 
leading up to it is too steep. Look for a slope that you 
can manage.] When you get there, circle around the 
side and shoot the gunner. With time sloiued, the 
gunner can't turn fast enough to auoid gou. 


Immediatelg 
after shooting 
the gunner, drop 
off the turret's 
side into a 
nearbg trench. 

Crouch doujn. 

Circle around 

and look for nearby enemies and any snipers on the 
munitions plant ujho are shooting at you. Deal ujith 
these enemies but remain crouched. 



There's an ammo chest nearby. When you haue a 
free moment, replenish your ammo supply. 


Vour rebel 
allies aduance 
to join you by 
the turret, moue 
up until you're 
right beside 
themj help them 
to shoot doujn 
enemies. After a short ujhile theg urge you to moue 
ahead on your oujn. When this happens, back up a bit 
and look right to see a feuj Storm Guards on the hillside. 
Pause time and pick off ang you can see, along ujith 
any conuentional soldiers in the trenches to the right. 

When the 
hillside looks 
clear and your 
time energy 
is restored, 
slouj time and 
run across the 
hillside toujard 
a small, rectangular building [it looks like a metal 
trailer]. Shoot anyone ujho pops up along the ujag 
but keep mouing. Run until gou're inside the trailer. 

Restock from 
an ammo chest 
in the trailer. 

Peek out both 
sides of the 
trailer and gun 
doujn any foes 
you see, either 

nearby or up on the munitions plant. 






When things 
are more or less 
clear, restock 
ammo again, 
then enit the 
trailer on the 
opposite side 
from ujhere you 
entered. 



slow time and run through a trench^ toward the 
munitions plant. When the trench dead-ends slightly 
to the plant’s right jump out of it and user right 
away from the munitions plant. 



There-’s a 
square hole 
in the ground 
nearby. Its a 
little hard to see 
from a distance, 
so if you miss 
it and run out 
of time energy, take couer, let the energy replenish, 
and then search again, h ladder leads down into the 
hole. Take it. 



ht the ladder-’s base is a pile of eeplosiues. h 
Storm Guard opens a door ahead. Get behind the 
corner and wait for him to aduance a few steps, 
nearer to the eeplosiues. Pause time, shoot the 
eeplosiues, and get back behind the corner. The 
eeplosiues blast him into obliuion. 



Vou may consider dropping one of your weapons 
here in fauor of a Hellfire. But we also like 
sniping — so consider keeping the thunderbolt and 
the echo rifle. It's your call. Just make sure you 
always haue at least the thunderbolt so you don't 
completely giue up your long-range sniping abilities. 
We keep both the echo rifle and the thunderbolt here 
and grab the Hellfire to temporarily replace the EmF 
cannon. 



reueal a couple soldiers. Slow time, 
and finish them off. 


There's only 
one path to 
follow inside. Go 
up some stairs, 
around a curuing 
hall, and down 
more stairs. 

Open a doorto 
rush forward. 


Keep 

following the 
path. There's 
only one tricky 
part, where you 
must go through 
a door and then 
immediately go 
through a second door directly to the right. There's 
a seemingly open corridorthat leads left, but it 
dead-endsj your mistake will be obuious if you make 
it. Just keep aduancing. 

Gun down 
another pair 
of guards in a 
corridor, then 
open a door, 
you're now 
looking out on a 
freight-loading 
dock. Be careful: There are a couple Storm Guards 
out here, in addition to regular soldiers. Freeze time, 
blast one of the Storm Guards, and then back into 
the hall. Repeat the process until all uisible enemies 
are gone. 





OBJECTIUE 

■ Find your ujay deeper into the 
compleK 



Now get out 
on the loading 
dock and clear 
the rest of 
it. There's an 
ammo chest on 
the left sidej 
stock up after 
clearing the loading dock. 



Jump onto the train's front car in the middle of 
the loading dock. Throw the leuer. h door up ahead 
opens, and the train takes you to the neat leuel. 


SIJ 










TEST LHBS 


OBJECTIUE 

■ Find a ujay to the upper leuels of 
the munitions Plant 


OBJECTIUE 

■ Aduance through the rochet 
defense system 


fiiM l 


make sure 
you haue full 
time energyj 
then slow time 
and dash into 
the turret hall. 

Dodge from side 
to side as you 
aduance — euen with time slowed, the turrets in the 
hall shoot missiles that moue uery fast. 


Vou're now inside the munitions plant. Vourtask is to 
dig deeper, into the central core — that’s where you 
can do some real damage. 


Beyond the 
door, moue 
ahead until you 
see a red-tinged 
hall guarded 
bg multiple 
gun turrets. 
Immediatelg 

sink backj getting through this hall requires some 
technique. 


LBBenD 
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Get off the train. Collect a thunderbolt from a 
weapon chest on the platform, then take a side door. 


I 








when ynu reach the first turret duck into an 
alcDue tn the left and press the button you find 
there. This disables the first turret making it safe for 
you to remain here indefinitely. 



Let your 
time energy 
replenish. Blow 
time and once 
again dash 
into the halL 
strafing a bit as 
you aduance to 
auoid incoming missiles. When you reach the neut 
turret duck into an alcoue to the right and press the 
button to disable this turret. 



Wait here 
until your 
time energy 
replenishes. 
Then slow 
time and dash 
toward the third 
turret. When you 
get therej duck into the alcoue on the left, press the 
button to disable the turret and rest here. 



When your 
time energy is 
back, slow time 
and rush toward 
the fourth and 
final turret, 
dodging any 
missiles that 
are fired. When you get near the turret, an alcoue 
opens to the right. Go in there, but tbe button to 
deactiuate this last turret is in tbe alcoue's back 
wall, not in the front like the last three buttons. 
Press tbe button before time resumes its normal 
pace. The final turret is now deactiuated. 



A door in 
front of you 
opens up, and a 
pair of soldiers 
approach. Gun 
them down 
and go through 
the door, into a 
control room. Go through the control room and open 
a second door. 


OBJECTIUE 

■ Access the upper coiitral roDiiis 
and actiuate the ujind turbine 



This door 
□ pens on a 
giant central 
shaft that leads 
up through the 
building. Stag 
near the door 
and looh for 

targets. Seueral soldiers run up close to attach^ but 
there are also a couple echo rifle[EN]i«jielding snipers 
on balconies. Clear out euergone in sight before 
aduancing through this door. 


lUhen gou 
can-’t see 
angone else 
from the dooc 
go doujn a short 
stairujag to a 
loujer platform. 
Follouj this 

platform to the right gunning doujn a feuj more 
soldiers that appear. Take a left going through a 
narrouj area lined luith chain-link fence^ toiuard this 
roonVs central hub. 

Seueral more 
soldiers appear 
on tbe right as 
gou approach 
the central 
hub. Take care 
of them and 
continue on. Go 
directlg to the hub^s other side^ then moue to this 
roonVs other side. Take out a trio of soldiers on the 
right then turn left. 

Look for a 
uerg tall ladder. 

Its close to 
an inoperatiue 
lift-stgle 
eleuator and a 
massiue door 
that gou can^t 
use. Climb this ladder. 

UpstairSj 
enter a control 
room and gun 
doujn a pair of 
armed techs. 
Look for a 
console in the 
far corner. Press 
a button on it. This makes a giant fan nearbg start to 
spin. 










‘iJl 







Another of 
hrone^s techs 
emerges from 
a preuiously 
loched door 
behind you. Gun 
him doujn and 
tahe the door he 
came through to enter a second control roomj take 
out another tech in there. Open a door that leads back 
out into the massiue chamber ujith the central shaft. 


There's likely an echo rifle from a fallen sniper onihe 
railing past the door, irs up to you whether to grab it. 
Vou are inside here, taut there are lots of taig spaces, ; 
SO hauing the thunderbolt, the echo rifle, and a J 
Hellfire would be a winning combination. | 


Peek out 
through the 
door into 
the massiue 
chamber, and 
snipe anyone 
you see out 
there. At 

minimum, there will be three soldiers below. 


lUhen all is 
clear, go out 
onto the railing 
and turn left. 

At the railing's 
end is an ammo 
chest [stock 
up!] and a ladder 
leading back down. Take the ladder. 


OBJECTIUE 

■ Proceed to the wind tunnel and 
find a way up to the main leuel 


Go fGrwardj 
then turn left. 

Vou-’re now 
in e narrouj 
area filled 
with pipes. Go 
through this 
areSj jumping 
□uer and mouing around pipes as necessary and 
gunning down soldiers. 



lUhen you reach a piece of metal balanced like 
a teeter-totter, get on itj to ensure that the far end 
stays up, pause time and run forward. Jump from the 
far end to a higher ledge. 


Drop down 
on the other 
side, blasting 
a soldier as 



you go. Keep 
mouing ahead, 
taking out more 
enemies, until 
you reach a console on a pedestal. 


Press the button on the pedestalj it makes 
the panels on a round door ahead of you spin 
around — but so quickly that you can't get through it 
at normal speed. 



Press the 
button again, 
but now pause 
time when 
the panels are 
not blocking 
the door. Run 
forward, crouch, 
and sneak through the door. 



Vou emerge on a platform. Just ahead is the giant 
fan that you set to spinning a little while ago. Stand 
here and let gourtime energy recharge. 





when irs fulL 
lualk toiuard the 
fan. Just before 
you lualh into it 
press the Time 
Control button: 
it should be 
automatically 
set to reiuind. 

Noiu the fan blades are pushiny air up instead of 
sucking it doujnj luhen you ujalk on the fan^s top, it 
blasts you up. 

As you fly 
up through the 
shaft, look up. 

As you approach 
the shafrs top, 
steer yourself 
toujard the 
edge. Vou ujant 
to be ouer the ujalkujag circling the shaft-’s top [and 
not ouer the shaft-’s center] ujhen your time energy 
runs out. 





When yourtime energy runs out, you fall onto the 
circular ujalkiuay at the shafrs top [or die if you 
failed to get off in timej if that happens, try again]. 
There are seueral guards on the ujalkiuayj gun them 
doujn. Take a small doorthat leads out of here. 


R 


VoLi can^t shoot through the shaft’s center, because 
the fan’s suction takes your shots right down with 
the air. Therefore, you must get close to these guards 
before you can shoot them. 


The nent leuel loads as you proceed down the hall, 
past that door. 
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d. 

Vdu-’ub made it upstairs^ but noiu you must get 
through a munitions ujarehouse. There-’s a lot of 
BHplosiuB material out herOj so be uerg cautious. 

EHplosiue containers are always bright red. If your 
path taHes you close to them^ blow tbem up from a 
short distance away. This preuents an enemy's stray 
shots from detonating them while you're standing 
too close. 


Proceed out the room's other side, through a hall, 
and through another door. Now you're on a balcony 
ouerlooking the massiue munitions warehouse. 

Vou'll be traueling through this warehouse for quite a 
while, so get a good look at it. 

Soldiers patrol 
on seueral 
leuels of the 
warehouse. 

Slow time, 
snipe a couple 
of them, and 
then sink back 
through the door. lUhen you haue additional time 
energy, enterthe door again and snipe some more. 
Repeat this until no more enemies are uisible in the 
warehouse. 


Take the door 
at the hall's 
end. Gun down 
an armed tech 
in the control 
room beyond, 
and collect an 
EIYIF cannon in a 
weapon chest if you prefer it ouer some of your other 
guns. 


OBJECTIUE 

■ Secure the ujarehouse 

■ Actiuate the contral raDiii sujitch 
to open the assemhly deers 



lUhen all is 
clear, go down 
a ladderto 
a walkway. 

Follow the 
walkway to 
another ladder, 
this one going 
up. Climb this ladder. 



ladder's top, 
shoot a single 
guard patrolling 
ahead of you. 

Then check 
behind the 
ladderfor a 

thunderbolt in a weapon chest. Grab it for eatra 
ammo, if necessary. The thunderbolt is an eacellent 
all-around choice forthis leuel. 



Follow this 
upper walkway 
as it twists 
across the 
warehouse, 
gunning down 
the soldiers on 
patrol up ahead 

Rs gou 
approach a 
certain section 
of walkway, 
note a strange 
electrical 
disturbance 



ahead. R Warp 
Guard [a new tgpe of enemy] briefly appears in the 
electricity, and then uanishes. For now, just watch, 
and keep mouing when the electricitg dies down. 



keep going 
until gou reach 
a ladder leading 
down. Go down 
the ladder. Rt 
the base gou'll 
catch another 
glimpse of the 
Warp Guard before he disappears. 



Warp Guards' special ability is to warp in and out of. 
BHistence. I 




For noiUj the lUarp Guard isiVt attaching^ so turn 
your attention to some EmF cannon-ujielding soldiers 
up ahead. Gun them doujnj using some enplosiue 
barrels to speed up the process^ then start mouing 
along the series of platforms. 

lUhen you 
reach a spot 
ujhere you can 
go foriuard or 
ueer off ninety 
degrees to 
the right ueer 
right — but 

ujatch out because directly ahead^ a pair of soldiers 
is ujaiting on a higher platform. Snipe them both ujith 
the thunderbolt and keep mouing. 

Directly belouj 
ujhere those 
soldiers you 
just sniped 
ujere standing 
is a ladder 
leading up. Take 
it to ujhere they 
ujere. 




lUhen you 
reach the 
ladder-’s top^ 
look for a trio 
of snipers ujith 
thunderbolts. 
They’re standing 
across the 

ujarehousej up higit at the spot ujhere you originally 
entered. Take them all doujn^ then moue along the 
ujalkujay. 

Aduance 
until you find 
a ladder going 
doujn. Take 
it, then moue 
along the 
lualkujay until 
you reach the 
luarehouse^s luall. Go right and look for a ladder 
leading up. irs in a dark spot by the luall, so look 
carefully. Climb it. 

This ladder 
leads to a 
control room 
ouerlooking the 
ujarehouse. 
Press a button 
on a console 
in here. This 

causes a neiu tank to drop into the luarehouse — 
along ujith a ujhole bunch of Flash Guards. 





OBJECTIUE 

■ Proceed through munitions ujare- 
house to the assemhly doors 


R 


The tank itself ismt important uJhat is important is 
that your euentual enit from this ujarehouse lies 
beyond the assembly doors through ujhich the tank 
ujas loujered. 


As for the Flash Guards, ujell, they ars important i 
because you" ll soon need to fight them. z 



Enit a door 
at the control 
roonVs end. 

In the hall 
beyond, you 
catch another 
sight of the 
elusiue lUarp 
Guard, along ujith an electrical disturbance. Stand 
back until the electricity dissipates, then get mouing 
again. 


This path 
takes you back 
out onto a ledge 
ouerlooking the 
ujarehouse. 
Immediately 
turn right and 
climb doujn a 
ladder. 
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Noiu yoyre 
on a loiuer 
ujalkiuay that 
leads to another 
ladder going 
doujn. Before 
taking the nent 
ladder, though, 
snipe some of the Flash Guards zipping around on 
the ujarehouse floor. Sink back to couer by the 
ujarehouse ujall ujheneuer you-’re injured. 

lUhen you 
finally climb 
doujn to the 
ujarehouse 
floor, a feuj 
more Flash 
Guards pop 
out of bones 

Fight them, using the bones as couer, hiding ujhen 
you haue no time energy, and sloujing time as you 
attack in order to get good shots. 
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Head across the luarehouse. Neiu Flash Guards pop 
out of boHBS as you passj deal ujith them as they 
appear. 



lUhen you 
find a double 
rouj of tankSj 
approach it but 
beujare — an 
BHtra-strong 
ujaue of Flash 


Guards aiuaits 
you beyond the tanks. Sink back ujhen they first 
appear^ and fiyht from a position of couer. When 
things are under controL aduance through the tanks. 



To the left 
of ujhere those 
snipers luere^ 
near a lone 
tankj look for 
a uerg tall 
ladder leading 
up. Take it. 

Almost immediatelg, take a second ladderthat leads 
partiuay back doiun. 



Aduance slightly along this platform and turn right. 
Go into a garage cut into the ujarehouse ujall. Look 
for a pile of crates. Jump onto the pile^ and craujl into 
a uentilation hole near the ceiling. 


Past the 
tanks, beujare 
a couple of 
snipers luith 
thunderbolts 
on a raised 
platform ahead 
and to the left. 

Auoid them until gou deal ujith the Flash Guards, 
then snipe them. 




If you decide to uenture into the maze of containers 
beneath those snipers, you might encounter seueral 
normal soldiers in there. But there ismt any reason to 
go there, and ujb recommend auoiding it. 
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As you do this, there-’s a burst of electrical 
disturbance and a feuj soldiers appear right behind 
gouj ignore them and hop through the hole, then 
doujn to the room on the other side. Proceed a short 
distance and the nent leuel loads. 
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If you made it this far, you definitely understand the game. Vou don't haue to worry about common 
encounters with the numerous typical soldiers because you'ue deueloped tactics for dealing with them. The 
same can be true when you face smaller numbers of elite enemies. 


Neuertheless, the game still has a few monkey wrenches to throw in your gears. Vou will encounter some 
sticky situations in these nent five levels, but don't worry: we'll keep you on the right path. 
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Vou-’UB managed to make it past that huge^ 
GHtremelg dangerous luarehouse. Noiu you must go 
to the core of the munitions plant ujhich means you 
must go through the central assemblg line. 


OBJECTIUE 

■ Locate planrs central core 

■ Proceed through central assem- 
hly line 



Vou start out in a long hall. As gou approach the 
endj a soldier opens the far door. Take him doujo^ 
then aduancB to the door. Open the door and look out 
onto a ujalkujay aboue an assembly line. 















Now the 
hammers are at 
your bacK and 
a tunnel filled 
with flame jets 
is just ahead. 
Replenish your 
time energy 

before taking on those jetsj spend some time here, 
walking slowly backward in order to counteract the 
assembly line-’s forward motion [and maintain your 
safe position between hammer and flames], Domt 
get too close to either hazard. 


When your 
time energy is 
refilled, freeze 
time again and 
moue full speed 
through the 
flame tunnel. 


tunnel's other 
side, look 
right and gun 
down an armed 
assembly-line 
worker. Slowly 
walk backward 
to maintain your current position, and wait for your 
time energy to replenish. When it does, freeze time 
and dash under a third hammer. 


On the 

hammer's other 
side is a crusher 
that smashes 
in from the left 
and right. Again, 
charge up your 
time energy, 

then get close to the crusher. Pause time while the 
crusher is open, and hurry through. 


Just past the 
crusher, the 
assembly line 
ends in a torrent 
of flame. Vou 
don't want to 
go there! To the 
left and right is 
a walkway that runs just beneath the assembly line. 
Drop onto either side of that walkway. 


Seueral 
more guards 
are patrolling 
this walkway. 

Eliminate them 
all, then look for 
a spot where no 
railing protects 
you from the assembly line below. Go there. 


Take refuge on a stationary area just to the 
assembly line's side, and let yourtime energy 
recharge. Look down the assembly line to a second 
hammer. Pause time while this second hammer is 
eleuated and scoot under it. 


Drop off the walkway, onto the assembly line. The 
assembly line slowly moues you forward. 


A giant 

hammer rises 
and falls on 
the assembly 
line in front of 
you. Allow the 
assembly line 
to drag you 

fairly close to this hammer [but not too close]. When 
the hammer is at a high point, freeze time and run 
beneath it. 
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OBIECTIUE 

■ Utilize eleuator to gain access to 
loujer leuels of the factory 


Two doors 
lead away from 
the ends of this 
walhway. One is 
lockedj collect 
a thunderbolt 
from behind the 
other. Return to 
the walkway’s center and climb down a ladder. 

Rs you reach 
the lower 
platform^ you 
see seueral of 
Krone’s armed 
workers lurking 
down here. Slow 
time and blast 
them quickly with your EMF cannon or Hellfire. 

Rlso look for a couple of enemies aboue. They 
appeared on the walkway you just came down from. 

Two narrow 
walkways^ one 
to each side^ 
lead away from 
this platform. 

Take eitherj they 
both take you to 
an euen larger 
platform stacked high with bones and crates. Enpect 
a big ambush of Krone’s soldiers as you approach 
those bones and crates! 

Slow time, 
pick off a 
couple of the 
enemies amidst 
the bones, and 
maybe throw a 
grenade ortwo. 

Hide behind the 
massiue concrete pillar at the platform’s front while 
yourtime energy recharges, then repeat the process. 







There are lots of enplosioe canisters around here. 
Use them to blow up enemies, and auoid standing 
nearthem. 



Stock up from an ammo chest near this platform’s 
back edge. Then look aroundj notice a couple of 
snipers positioned along the far wall of this area. 
[The red beam from an echo rifle will giue them 
away.] Snipe both of them. 

Look for an 
eleuator with 
a big wheel 
beside it. Press 
and hold the 
Use button to 
turn the wheel 
and raise the 
eleuator. When the eleuator is on your leuel, pause 
time and dash inside. 

Immediately conserue any remaining time energy 
by turning off yourtime power. 
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The eleuator sinks as soon as you unfreeze time. 
lUhen it reaches the bottonij seueral soldiers attach. 
Use the eleuator for shelter^ and blast these enemies 
ujith an EmF cannon or Hellfire. If you-’re in trouble^ 
use any remaining time energy to slouj time. 



There are more enplosiue canisters herej destroy 
them ujhen enemies are nearthem to score uery 
easy hills. 











Enplore the platform luhen irs clearj there are 
seueral lueapon cases in this area. But also luatch 
for snipers on raised platforms near the assembly 
line-’s middle: one has a Bloodhound missile 
launcher, irs imperatiue to take him out before he 
hits you ujith a missile. 


Enit the 
control room. 
The ladder you 
just dropped is 
right in front of 
you: climb it, 
but slouj time 
just as you 

reach the top. Seueral soldiers are up there, ujaiting 
on all sidesj destroy as many as possible before 
time energy runs out. Then look for couer and deal 
ujith the rest. 


lUhen all is 
clear, look for a 
siluer ujalkujay 
that leads to the 
side ujall. Take 
the ujalkujay, 
and gun doiun 
another cluster 
of soldiers that appears ahead and to the right. 


lUhen you 
reach the 
side ujall, go 
right and keep 
mouing and 
fighting until 
you find a door. 

Take it, entering 
a small control room. Gun doujn an armed tech in 
here, then press a button on a console. This drops a 
ladder outside. 


OBJECTIUE 

■ Locate the uent shaft that leads 
to the planrs central core 





. 



Keep mouing along the platform. Up ahead^ an 
enplosion rocks the wall and jets of flame shoot out. 


blocking yourforujard progress. Gun doujn angone on 
the other side of the flames. 



and run past 
the first tiuo, 
closelg paired 
jets. Wait and 
let gour time 
energg return 
before pausing 
time again and mouing through the nent tiuo. 


Pause time 


When gou^re through the flames, take the door at 
the lualkiuag^s end. 



Grab an EmF 
cannon from 
a chest inside 
the small room 
beyond the 
door. Notice 
that the only 
enit is the door 
you entered through. Walk back out that door and 
immediatelg turn left. 


Look doujn. 
Notice a uenti- 
lation duct in 
the ujall, just 
belouj the 
ujalkujag. Jump 
ouer the railing 
and drop into 
that duct. Follouj it straight to the nent leuel. 
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Now that you're nearthe heart of the munitions 
factory, it's time to find the central core and deal 
some serious damage. 


OBJECTIUE 

■ Locate controls and flush reactor 
coolant 



Approach a spinning fan. Pause time and 
sneak through the fanj now you're on a walkway 
ouerlooking a supply room. 


Gun down a 
soldier on the 
walkway you're 
standing on, 
then turn your 
attention to 
seueral guards 
scattered 

around the lower leuel. Strafe back and forth along 
the platform as you pick them off from aboue. 

fit the 

platform's end, 
a ladder leads 
down to the 
supply room 
floor. Blast 
any guards 
remaining on 
the floor, then go down the ladder. 

Downstairs, carefully moue between tall shelues 
packed with crates. Clean out any foes still down 
here while periodically looking up. One ortwo 
soldiers appear on high ledges. 
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lUhen you 
reach this 
roonrs endj 
notice a short 
ladder that 
leads to an 
eleuated 
section of floor. 
Climb that ladder, then climb a second, longer ladder 
that leads to a control room. 


There are 
tiuo leuers on 
pedestals in the 
control room. 

Throiu both of 
them in quick 
succession, 
then return to 
the ujalhiuay and turn left. 


Climb doiun 
the ladder on 
this lualhiuay^s 
other side. Noiu 
you^re nent to a 
conueyor belt. 

Periodically, a 
crane drops an 
empty, man-sized bon onto the conueyor belt. Vour 
task is to ride upstairs inside one of those bones. To 
do this: 


1 . Get on the conueyor belt and maintain a position 
nearthe bones-’ drop location, make sure your 
time energy is full. 

2. After the crane drops a bon, it pulls the sides of 
the bon aujay, enposing the interior. Dash into the 
bon ujhen this happens. 


The leuers actiuated tujo mouing platforms, ujhich 
are nouj approaching. UJhen both platforms are lined 
up in front of you, slouj time and jump across both 
platforms to the ujalkujay on the roonrs other side. 
Doirt ridB the mouing platformsj just use them as 
stepping stones to the roonrs other side. 


3. Reujind time just as you-’re getting inside the bon. 
Nouj the bon-’s sides are replaced, the bon is lifted 
back upstairs, and euentuallg the sides come 
aujay again. Vou^re nouj on a conueyor belt in a 
neiu room. Duickly enitthe bon. 


OBJECTIUE 

■ Find an alternate entrance into 
the reactor core roDm 


Shoot a guard 
in this neuj 
room, then take 
the only door 
leading out of 
here. 


The door leads 
to a someujhat 
confusing 
area — there 
are partially 
transparent 
ujalls and 
assembly lines 
on either side of you. Ignore the robotic troops being 
assembled on either side: concentrate on this hall-’s 
end, ujhere a Storm Guard aujaits. Freeze time and fill 
him full of lead. 

When 

you reach a 
T-junction luith a 
flaming core of 
energg houering 
in front of it, go 
left [the right 
path is a dead 
end]. But ujatch for soldiers both ahead and across 
the gap, on a different ujalkiuag. Gun them doiun as 
they appear. 

In the dark room to the left are seueral regular 
troopers. Sloiu doujn time, enterthe room, and blast 
them all. 

Take a door 
out this room-’s 
other side, 
then approach 
another corridor 
junction. Seueral 
enemies, 
including a 

couple Storm Guards, attack from up ahead. This is 
a tough situation, so pause time, throuj a grenade 
ortiuo, then back up luhile yourtime energy regen- 
erates. Grenades [and efficient shooting luhile time 
is paused] luill get you through situations like these. 
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Proceed 
straight doiun 
the corridor^ 
ignoring the 
branch on the 
left. Go through 
a door into a 
control room. 

Gun doiun a feuj armed techs. 

Go through 
another door 
into a small 
supplg room 
containing an 
ammo chest. Fill 
up gour ammo 
and proceed 
through yet another door. 

Euentually you reach a big^ roughly circular room 
filled luith both regular and jetpach soldiers. A big^ 
pulsing blue energy sphere lights the room. This is 
the reactor core. 


OBJECTIUE 

■ Aduance to the CDolant control 
room beneath the reactor 


Keep fighting 
until you 
eliminate all 
the jetpach and 
conuentional 
soldiers. Then 
head across the 
room toujard a 
siluer-colored cylinder^ ujhich is actually a strange- 
loohing eleuator. As you approach^ soldiers may 
emerge from it. Deal ujith them^ then get inside the 
eleuator. 


If the eleuator doesn't opem just ujalh up to it and 
quickly bach aujay. Repeat if necessary. Euentually 
the siluerfacing slides bacK reuealing the interior. 






OBJECTIUE 

■ Eliminate reactor core defenses 



This is a tough spot due to multiple enemies^ 
including the highly mobile jetpach soldiers. Sloiu 
timSj pick off an enemy or tujo luith the thunderbolt 
or some other high-poujered lueapon, then sink back 
behind couer as your energy recharges. 



Ride the 
eleuator doujn 
and enit in a 
loujer corridor. 

Just to the right 
is a ujeapon 
case. Grab an 
EmF cannon [if 
you don't already haue onej^ along ujith assorted 
grenades. 


Aduance past 
a gatSj and you 
get a nasty 
surprise: fiue 
Storm Guards 



aduancing 
in lockstep! 

Immediately 
pause time and lay doujn spring mines or laser 
mines. Then quickly back up before you run out of 
time energy. 



Vour best couer is to actually leaue the room, 
ducking back tbrougb the door you came in. 
Houjeuer, there's also a big cargo container 
immediately to the door's right to hide behind. 



Hide behind 
the corner as 
best you can 
ujhile your 
time energy 
replenishes. 
Hopefully you 
took out tujo or 
three Storm Guards ujith your grenades, but you still 
need to auoid the remaining Guards' fire until you get 
that energy back. 











Pause time 
again luhen 
you-’ue gntthe 
energy. Then 
hose down the 
remaining Storm 
Guards with 
EmF cannon fire. 

Proceed down the corridor after eliminating them all. 



On the right is a short tunnel guarded by three 

rotating laser beams. To bypass each beam: 

1. Approach the tunnel and stand close to the first 
beam. Stand as farto the left or right as possible 
while still being ready to enter the tunnel. 

2. When the nearest rotating beam is almost 
uerticaL slow time. Then squeeze past either side 
of the beam while it is uertical. 

3. Repeat these steps for the second two beams. 
Don't try taking more than one beam at a timej 
this only leads to mistakes. 




Vou enter a 
small room with 
a console. Press 
a button on the 
console to drain 
the munitions 
factory's 
reactor coolant. 
Pressing this button also seals the corridor you 
entered through and opens another short tunnel 
guarded by two rotating lasers. Bypass these lasers 
just as you did the last three. 



Follow the 
wide corridor 
beyond the 
lasers. At the 
end is what 
looks like 
another siluer 
eleuatoG but 
there's a ladder inside. Climb it. 


OBJECTIUE 

■ Proceed past security and enit 
the facility 
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Now you're 
back up in the 
reactor core, 
with the blue 
energy sphere. 
Watch out: 



you're now 
about to face 
three Warp Guards, one right after the other. See the 
sidebarfortips on dealing with these guys. 



Ignore the energy belts the sphere throws. They 
won't damage you. Just concentrate on your 
enemies. 






Surge guns are fun weapons^ capable nf shooting ^ 
either a destructiue pulse or a constant lightning | 
b^lt. Houjeuec their low ammo makes them a ^ 
bit trickg for long-term use in the single-plager | 
campaign. We grab them^ use them up^ and then ^ 
discard them for a Hellfire or EmF cannon when the I 
ammo runs out. ? 

“S 







Continued 

Surge guns not onlg are rare^ buttheg're also the 
□nig gun that cannot he refilled with ammo at an 
ammo chest. Thars whg their ammo is so precious. 

One useful tip: use the Secondarg Fire mode 
[the beam] most of the time. This mode hills most 
opponents in a millisecond, and bg firing in uerg 
short pulses gou can conserue ammo. 


hill the first 
lUarp Guard by 
stopping time 
and unloading 
with a full EmF 
Cannon clip. 
Then grab the 
fallen lUarp 


Guard-’s surge gun, and use its secondary fire mode 
to destroy the neut one. [Again, refer to the sidebar 
for info on hilling lUarp Guards.] A third will appear 
after the second one falls, so eliminate that one as 
well. 

After you clear the entire room, grab a thunderbolt 
from a weapon case. Then locate an eleuator and 
ride it up to the neut leuel. 



At this stage of the game, we lihe to carry a 
thunderbolt, echo rifle, and surge gun. 
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Vou-’ue succeeded in draining the reactor coolant, 
thus leauing the munitions factory’s reactor in 
critical condition. At some point she-’s gonna blow! 
But doyt worry: though uarious rumblings and 
euplosions will lend a sense of urgency as you 
proceed through this neut leuel, there is no timer 
running down. In other words, proceed at your own 
pace. 
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OBIECTIUE 

■ Find heauy firepoujer to destroy 
the Helo 


Grab the Bloodhound [trading it for a surge gun or 
a HeUfirBj if gou haue one of thosB]^ and get behind 
couer. A helo has just appeared ouerhead^ and you 
need to auoid getting shot by it. 


Noiu you 
must battle the 
helo luith your 
Bloodhound. 
Here are some 
tips: 


Vou emerge 
from the 
eleuator onto a 
small platform. 
To your left is 
a much bigger 
platform, moue 
along a ujalkujay and turn left [but luatch out for 
a lone soldier hiding at the bend in the lualkiuayjj 
toiuard the bigger platform. 

lUhen soldiers from the big platform start shooting 
at yoUj head for couer behind a massiue pile of 
crates and containers. 


Fight from 
behind these 
containers. 

There are 
seueral soldiers 
to gun doiun. 

After eliminating 
the conuen- 

tional soldiers. Flash Guards emerge from some of the 
crates. Stay back and use the big central crate pile 
as couerj sloiu time to get good shots at the Flash 
Guards, and hide ujhen you run louj on time energy. 


Up ahead 
is a flaming 
toujer. Run past 
the toujer and 
immediately 
ueer left. Along 
the ujall, behind 
uarious crates 
and containers, is a ujeapon chest containing a 
Bloodhound missile launcher. 


OBIECTIUE 

■ Escape the facility 

■ Locate drop jet bay for eafiltra- 


• Vour best couer is behind the row of bones where 
you collected the Bloodhound. Stay bachthere 
wheneuer you-’re low on time energy. 

• When you do haue time energy, pop out of couer, 
slow time, and look for a good shot. The helo 
likes to make passes: it flies toward you, looks 
for an opportunity to attack you, and then flies 
away before looping back. Attack it while irs 
approaching from a distance but before it starts 
shooting at you. During these times, irs flying 
straight toward you [and thus easy to aim at], but 
irs not yet close enough to deal any damage to 
you. 

■ Before taking a shot, engage the Bloodhound's 
Secondary Fire mode. This pops out an orange 
display with a central cursor. Centerthe helo 
inside the cursor and fire. Keep the cursor 
squarely on the helo until the missile hits. The 
missile will home in on the target as long as you 
keep the helo centered inside the cursor. 

• Repeat this process after the first missile hits or 
misses. Just be aware of yourtime energy, and 
duck behind couer immediately if it gets too low 
[or if the helo starts seriously hurting you despite 
yourtime being slowed). 

• Keep repeating this process. There's an ammo 
chest just beyond the row of crates you're using 
for couer, so you can stock up on missiles at any 
time. 

■ If you're getting torn apart, you are probably 
choosing bad times to attack. Concentrate on 
firing when the helo is not already firing at youj 
that way you won't be taking damage the entire 
time you're guiding your missile. 

Euentually, 
the helo takes 
one too many 
missiles and is 
blown to smith- 
ereens. No time 
to get BHcited, 
though: a pair 

of Storm Guards appears up ahead. Freeze time and 
blast them both. 



BBIECTIUE I 

■ Use the eleuators to proceed to 
the top of the facility 



Get in a 

nearby eleuator 
and ascend to 
a neuj platform. 
Immediately 
get out and 
duck right, 
ujhere some 

crates prouide you couer. A transport plane deposits 
seueral soldiers ahead of you. 




Also beiuare of a sniper up on the talh partially 
ruined toujerto the left, and a few more soldiers on 
yourleuelto the right. 


Vour best strategy is to slow time and charge 
straight ahead, hilling seueral of the guys in front of 
you. Get in amongst the big, piled cratesj these will 
protect you from some of the side attacks. 



After dealing with anyone in the immediate 
uicinity, as well as the sniper in the left tower, keep 
your eyes peeled for a lUarp Guard. UJhen he pops 
up, kill him in the way we discussed earlier, freezing 
time wheneuer he appears and unloading massiue 
firepower into him while he-’s frozen. 



Enplore the 
platform. There 
are seueral 
weapons in 
casesj we 
recommend 
keeping the 
thunderbolt, 

the EmF cannon, and one other gun of your choosing. 
Then go left, toward the smoldering tower. Vou may 
haue to clean up a couple stray guards as you go. 



User around the tower-’s left side and look for a tall 
ladder. Climb it. 






Upstairs, looh 
at a building 
face labeled 
"Sector 07." 
Three guards 
are on this 
building^s 
different leuels. 
Snipe all of them. If you need couer, hide behind the 
curue of the tower gou just climbed — ^just domt fall 
off the platform. 


Approach 
the Sector 07 
building and 
guichlg climb 
two ladders, 
fit the top, 
looh across 
at another 

platform, where another guard or two are lihelg to be 
stationed. Snipe them. Then climb a final ladder and 
beat down anyone waiting for you at the top. 



Looh for a 
hanging cart 
with a leuer 
beside it. Throw 
the leuer and 
immediatelg 
get into the 
cart. Eguip the 
thunderbolt. The cart starts mouing forward. 


m't 



Zoom in on 
the far end 
of the cart’s 
trach. When the 
cart is about 
halfway to its 
destination, a 
soldier with a 
Bloodhound missile launcher emerges from a door 
down there. Immediately rewind time and snipe him. 


If gou want 
get off the cart 
on one of the 
platforms to 
either side, 
do so. Uou 
can collect a 
thunderbolt 

and EIYIF cannon from either side. Just use the leuers 
on these platforms to reuerse the cart when you're 
done. Send the cart bach in the direction you came 
from, and let it pass you. Then throw the leuer again 
to make it go in the direction you were originally 
traueling, and hop bach in. 
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lUhen you-’re 
bach in the cart 
and mouingj 
zoom in on the 
door again. Pi 
second soldier is 
lihely to pop out. 
Snipe him too. 



If you froze the lasers in an aiuhujard position^ 
retreat bach to your alcoue^ build up more time 
energy^ and try again. Trg this as many times as you 
lihSj freezing the beams and mouing ahead to see if 
theg stopped in an easily nauigable position. 

Only mahe the passage ujhen you can easily auoid 
or safely jump all the lasers in the path to the third 
alcoue. 


lUhen you 
reach the end of 
the linej get off 
the cart and go 
through a door. 




From the third 
alcoue^ simplg 
slouj or pause 
time and moue 
through the 
last feiu beams 
to safetg. Gun 
doiun an armed 
tech lounging at this hallos end. 



Gun doiun an armed tech in the hallujay beyond. 
Noiu approach a mouing-laser trap^ ujhich is uery 
similarto the one you dealt luith in the "Ground 
Floor" leuel. 



This one"s 
a little trickier 
than the last. 
Start by sloujing 
time and going 
the short 
distance into 
the first alcoue 
on the left. Nent let gour time energy fully recharge^ 
and then pause time and run forujard^ past a second 
alcoue. Duch into the left side of the third alcoue. 



Enter the 
control room at 
the hall"s end. 
Look for a ladder 
leading up. 

Climb itj then 
enter a uenti- 
lation duct and 
follouj it until gou emerge in a hangar. 


Seueral armed technicians are obliuious to your 
arriual. Sloujtime and light them up ujith a grenade 
or ujeapons fire. 


OBJECTIUE 

■ Actiuate the lift, then hoard the 
drop jet 


Clearthe 
room. Then 
circle around 
and ujalh up a 
ramp, into the 
drop jet that's 
parked in the 
center. Vou get a 
new objectiue. 



OBJECTIUE 

■ Prepare drop jet for takeoff 



Vou may have to hop over a frozen laser beam or 


crouch to get under one. Crouching is always ohayj ; 
jumping is okay, unless there's a beam overhead, : 
in which case you may hit your head and die as you 
jurrtp. 


Get out of the 
jet and move 
to the hangar's 
front. Pull the 
green-flashing 
lever along the 
wall to open the 
hangar doors. 
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A short bridge entends beyond the hangar doors. 
Gun down a couple armed techs on the bridge. Then, 
walh into a small gatehouse nearthe bridge's end. 
Go inside and notice the hnob on the console. 


Turn the knob 
while simul- 
taneously 
slowing time. 

Then run directly 
back into the 
hangar, straight 
toward the drop 
jet. [Jump ouer some crates along the way, rather 
than going around them.] When you reach the drop 
jet, run up the ramp and jump into the plane. 

The plane 
rises and 
automatically 
takes off. Vou 
fly out of the 
munitions 
factory just as 
it euplodes. 

Vou'ue done good work here, but the aduenture 
definitely isn't ouer — as you'll see when the neut 
leuel loads. 
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After luatching a brief dialoguej you find yourself 
manning the turret of a rebel uehicle as you make 
haste toiuard another of hrone-’s factories. 

Judging from the start you might enpectthis to be 
a turret-shooting leueL just like ^Disputed Airspace.-’" 
That-’s a good guesSj but your ride ujill be entremely 
short and then its back to pounding the ground. 



Vou start out on the uehicle turret looking back at 
seueral of hrone"s uehicles, luhich are in hot pursuit. 
Shoot at luhicheuer one you likej it doesn"t matter. 


OBJECTIUE 

■ Infiltrate the zeppelin factory 
loading docks 

■ Get to the factory perimeter 



After only 
a short bit of 
driuinQj your 
uehicle crosses 
a draujbridge 
as its rising. 

The other 
uehicles get left 
behind^ and your uehicle crashes to a halt. Vou get 
summarily booted from the turret. 


Nouj turn 
around and 
run up to a 
concrete barrier. 
Get behind the 
barrier and start 
helping your 
rebel friends as 
they fight the onslaught of hrone"s troopers. 

At first the troopers are simple soldiers. Stay 
behind couer and pick them off one by one. lUatch 
for a turret gunner ensconced in a distant bunker^ 
and a smaller turret doujn on ground leueL slightly 
to your right. Shooting gunners off these tujo turrets 
should aliuays be yourfirst priority. 

Euentually^ 
another ujaue 
of enemies 
appears up 
ahead: Storm 
Guards^ bearing 
their energy 
shields. Stay 

behind couer. Pause time ujhen you get the chance^ 
then sneak out from couer and shred them. Keep this 
up until they’re all gone. 





Rememberthat any enemy can become a turret 
gunner, so don"t be surprised if you haue to pick 


enemies off both turrets seueral times — particularly, 
the big turret in the bunker. Use the thunderbolt to 
score precise head shots against these gunners. 


OBJECTIUE 

■ Find sujitch in bunker to open the 
entry gate 


Behind you 
is a gatehouse. 
There are 
seueral 
weapons in a 
case inside and 
another couple 
scattered 

around outside. Run bach and tahe your pich. 

The only really essential gun right now is the 
thunderboltj make sure you haue that onej plus two 
others of your choosing. 


When the last 
of the Storm 
Guards falls^ 
start mouing 
from concrete 
barrier to 
concrete barrier. 

Uour rebel allies 
do the same. 

Rround this time^ a few more soldiers appear up 
ahead. 

Rmong the newcomers are jetpach soldiers. Gun 
down a couple of them, then moue ahead until you 
reach the concrete barrier nearest the turret bunker. 








lUhen you-’re 
safely behind 
the closest 
barrier, clean 
out all remaining 
enemies from 
this position. Be 
patient there 

are lots of bad guys inside the bunher^ and a feiu may 
pop up after you thinh you^ue cleared them all out. 


lUhen all is quiet ueer left and tahe a path that 
leads around to the bunker^s rear. 



Enter the 
bunker through 
the back door. 

Raid a ujeapons 
case on the ujay 
in to top off your 
ammo supplies. 

Then ujhack 
anyone you find in here. 



There^s a red leuer on the luall inside the bunker. 
Throuj it. This opens the outer gates to hrone^s 
Zeppelin factory. 


OBJECTIUE 

■ Aduance past the mine field and 
actiuate the loading dock gate 
controls 


Enit the 
bunker. Vour 
allies haue 
moued up and 
are nouj firing 
at the factorg-’s 
giant closed 
main gates. 



Go stand 
near your 
allies and look 
ahead. Notice 
the ujalkiuay 
leading to the 
sealed main 



gates. Crouch 
behind couer and 


ujait until gou haue full time energy. 



lUhen your 
time energy is 
full, sloiu time 
and run from 
couer directly 
toujard the 
sealed gates. 
Ignore all the 
enemies up there and concentrate on your path. 



Don't ueer off the road. There are mines on both 
sides, so ujandering off into the grass before uje tell 
you to can be deadly! , 

f — J 



gates, ueer right 
and get behind 
a big pile of 
crates. Snug 
up close to the 
crates and crouch doujn. They should protect you 
from most enemies. 


lUhen you're 
only feet from 
the sealed 





i| 






Before your position is truly safe, you may need to 
snipe a jetpack soldier ortujo from back here. 

i 



lUait here and build up yourtime energy again. 
When irs fulL back away from your couer a bit. Look 
at the crates youWe been hiding behind. The ones 
nearest the road form a ladder up to the tall crates. 

Quickly hop from these lowest crates onto the top 
ones. Domt slow time yet. Now notice that you can 
jump from the top crates ouerthe nearby chain-link 
fence. 
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Run across 
the crates and 
leap at the last 
second so your 
jump takes you 
ouerthe fence. 

Just as you are 
about to hit the 
ground, slow time. This saues you from the mines on 
the fence-’s other side, which detonate if you touch 
them in realtime. 


When you hit the ground, heep running. Run mostly 
straight ahead, but also ueer a little bit to the left. 
Time should still be slowed as you run. 



Rs you run, 
watch the wall 
on your left. 

Rs yourtime 
energy runs low, 
you approach 
an alcoue or 
indentation 

in the wall, where there is only a sloping patch 
of dirt — no grass. Run straight into that alcoue. If 
you-’re standing in there when yourtime energy runs 
out, you-’re safe: there are no mines here. 



If you got blown up by mines, you were eithertoo 
slow or you missed the safe alcoue. Remember, 
watch the wall on your left as you run through the 
minefield. The spot you want is where the wall uery 
distinctly cuts away, leauing a sloping patch of dirt 
with no mines in it. 


Stand still 
in this alcoue, 
waiting for your 
time energy 
to replenish, 
meanwhile, look 
ahead. Notice 
a thin metal 

ramp [created by a fallen beam] that leads across an 
electrified chain-link fence into a train yard. 

When you’re at full time energy, leaue the alcoue 
and approach that metal beam. [There’s no need 
to slow time for this part, as there are no mines 
between the alcoue and the beam.] 

Howeuer, when you do reach the beam, you 
must stop time before running across it. [The beam 
is electrified, and will kill you if you attempt it 
in real-time.] Run up the beam and drop onto the 
fence’s other side. 
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Noiu you^re 
standing in 
a train yard 
betiueen tiun 
buildings. There 
are seueral 
soldiers on 
your right, both 
□ n ground leuel, and possibly some on a building^s 
upperfloor. Run behind a cargo container and start 
picking them off from couer. 

Sloujly 

aduance. lUhen 
the area is clear, 
run toujard 
the building 
gou-’re already 
facing. There-’s 
an entrance 

on the left. Go inside and up some stairs. Gun doujn 
ang stragglers ujho are still inside the building, and 
collect a thunderbolt from a ujeapon case. 





UJalh outside, onto a ujalhujay that ouerloohs the 
train yard. Go left. At the ujalhujay’s left end is a 
leuer. Vou noiu get a neuj objectiue. 


OBJECTIUE 

■ Find a ujay into the inner perimeter 
through the train loading dock 


Before 

worrying about 
that new 
objectiue, look 
at the roof of 
the building 
opposite you, 
across the train 
yard. There are two snipers wandering around up 
there. Slow time and thunderbolt them both. 








Ndi>j yourtash 
is to get inside 
the building 
across the 
train yard. This 
is a multistep 
process. First 
make sure you 
haue full time energy, and throw the leuer on the 
walkway. This makes a train emerge from the target 
building and slowly driue toward you. 



(Yloue to the 
right until gou 
reach the broken 
walkwag railing. 
Wait here. 



jump, press the Time Control button 


car. hs you 
to reuerse time. 


After the 
first train car 
passes directly 
underneath you, 
jump down, 
aiming to land 
on the second 


on your side of the tracks. Slow time as necessary, 
and keep retreating to better couer if gou-’re enposed. 
Use the uarious eaplosiue containers scattered 
across the dock to help finish off these enemies. 

When all is 
clear, restock 
ammo from an 
ammo chest. 
Lookfor a small 
platform with a 
red light beside 
it. Get on the 

platform, and it automatically takes you up a leuel. 




There-’s a leuer up here. Throw the leuer once to 
summon a mouing platform. 



Vou land on 
the train. Time is 
now reuersed, 
so the train 
goes backward, 
right back into 
the building it 
came from. As 
soon as you're inside, jump off the train's right side, 
onto the loading dock. 



Take couer. 

In a moment, 
seueral soldiers 
spill out onto 
the loading 
dock's other 
side. Fight them 
from couer. 


There are lots 
of soldiers, 
and more keep 
coming, most of 
them are on the 
loading dock's 
opposite side, 
but a couple 

will appear on high ledges — and one of those will be 




When the 
platform arriues, 
throw the leuer 
a second time 
and immediatelg 
slow time. 

Jump onto the 
platform. When 
you're safely on board, you can let time resume its 
normal flow. The platform carries you to the room's 
other side. 



Jump off the 
platform and get 
on a smaller, 
uertically 
mouing platform 
that takes you 
back down to 
the floor of the 
loading dock. Vou're now on the other side of the 
tracks from where you entered. 
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Eleuator 


climb up a 
series of steps 
to a lualhujay 
that runs along 
the monrs 
edge. Follouj the 
lualhujag to its 
endj ujhere you 
can drop behind a fence and land on some pipes. 
Then lualh along the pipes until you reach a uenti- 
lation duct craujl inside. Keep craujling through the 
duct until the nent leuel loads. 


Vour main tash is still to find the factory’s gate 
controls^ then open the main gates so gour rebel 
friends can enter the compound. Voyre getting 
closerj you just haue to heep pressing forujard. 


Approach 
a mouing 
assemblg line. 

Reuerse time 
and jump onto 
the assemblg 
line. It carries 
gou into a 

smaller room. Jump off the line^ and gun doujn a feiu 
soldiers and armed technicians. 


OBJECTIUE 

■ Find gate controls and open the 
main gate 

■ Gain access to UJind Testing 
Facilitg 
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Dmp GUt of 
the uentilatiGG 
duct. Vou-’re 



now GG a 
straat, behind a 
frant-end laader. 

Slaw time and 
start picking nff 
the soldiers patrolling the street. Crouch behind the 
front-end loader for couer. 



PS you 

proceed down 
the street, a 
large number of 
regular soldiers 
appear ahead. 
Take couer and 
blast them. 

Shoot enplosiues to make yourtask easierj there are 
lots of them scattered about. 



Soldiers run 
in from the left 
and right. Watch 
for a pair of 
Storm Guards 
who appear 
from the right. 
Pause time and 
pump them full of thunderbolt missiles when theg 
appear. Look for opportunities to shoot red barrels 
and score enplosiue kills. 



When all is 


guiet, you can 
go either left or 
right. Go right. 
This leads gou 
to a dead end 


with a single 
enemg and 

some weapon cases. Carefully shoot the bad guy 
[minding all the eaplosiues back here]. Grab an echo 
rifle from one of the weapon cases. 



Dur preferred weapon set at this time is the 
thunderbolt, the E(Y1F cannon, and the echo rifle. 



Now backtrack and follow the street in the other 
direction. 


keep 

mouing ahead. 
Suddenly, a few 
Flash Guards 



pop out of 
sealed crates. 

Slow time, back 
up to couer, and 
take care of them as well. 



troops appears 
up ahead. This one includes a few Storm Guards. 
Hang back, behind couer, and start sniping with the 
thunderbolt or echo rifle. 


The road 
loops around 
a corner to the 
right. Follow it. 
After you round 
the corner, 
another waue of 


OBJECTIUE 

■ Access gate coiitral lift through 
fenced off area , 


lUhen all 
is clearj run 
foriuard and 
ueer left luhen 
you haue the 
chance. Restock 
your ammo 
from an ammo 
chest on the roadside. Keep mouing ahead^ ueering 
left again. Gun doujn a feuj armed techs ujho appear 
ahead. 




Look for a 
stack of crates 
nent to a 
chain-link fence. 

A crate lid forms 
a ramp. Run up 
the rampj onto 
the crateSj and 
jump ouer the fence. 


irj 









Immediately 
turn right. A 
garage deer 
□ pens, releasing 
tiuD Storm 
Guards and tiuo 
conuentional 
soldiers. Freeze 
time and blast the Storm Guardsj then find some 
CDuer and tahe out the othertujD. 




After you eliminate these enemies, you can go 
through the garage doorthey came from and access 
a weapons case. This is optionalj you probably baue 
lots of ammo right now. 


When the area 
is clear, moue 
forward. At the 
base of the 
gates is a small 
eleuator. It 
descends with 
a soldier inside. 

Eliminate the soldier, get in it, and throw a leuer to 
ride to the wall-’s top. [If the eleuator isn-’t ready, 
look aroundj there is another soldier somewhere that 
you need to eliminate first.] 


appear ahead 
of you — including a sniper on the gates. Sink back 
immediately, equip a sniping weapon, and start 
picking them off from couer. 


Keep mouing 
forward. Up 
ahead are the 
factorg-’s main 
gates. As you 
approach, 
seueral soldiers 
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There are two 
gate control 
leuers on the 
wall's top. They 
are spaced quite 
far apart^ but you 
are supposed 
to throw them 
simultaneously [or nearly simultaneously]. 

To open the gates, first throw one leuer, then 
immediately slow time and run to throw the second. 
The gates open when you throw the second leuer. 

After throwing both leuers, grab a Bloodhound from 
a weapon case nearthe second leuer. 



through the 
opened gates 
and parh in 
the courtyard, 
fin enemy 
helo appears 
ouerhead, and now you haue a new objectiue. 


Vour rebel 
allies driue 


OBJECTIUE 

■ Destroy the Helo 


Ride back 
down on the 
little eleuator 



you came up on. 

Look for a ramp 
on your right 
that leads onto 
a pile of crates. 

Run up that ramp, onto the crates, and jump ouer a 
fence. Now you-’re amidst the pinned-down rebels. 



If tbe helo attacks as you head toward the rebels, 
slow time and seek couer until it flies away again. 


If gou 

didiVt grab a 
Bloodhound 
before, one 
is lying in the 
middle of the 
street, right 
amongst the 

pinned-down rebels. Run up and grab it if you didn^t 
get the one from atop the gates. 




There^s an ammo chest in the street nearby as well. 
This means you haue as many Bloodhound shots as 
you need to take down that helo. | 



Take down 
this helo just 
like gou did in 
^EHeunr": spend 
most of your 
time behind 
couer at the 
streets edge. 
Look for the helo. lUhen irs approaching [but not 
firing at you yetj, or when \Vs busy firing at someone 
else, slow time and engage the Bloodhound-’s 




Secondary Fire mode. Aim at the helOj fire^ and keep 
the targeting cursor painted on the helo until the 
missile strikes. 



Keep firing 
missiles until 
you run out of 
time energy or 
until the helo 
starts getting 
good shots at 
you. Then seek 
couer^ let yourtime energy replenish, and repeat. 


Remember, you are in no hurry, and thanks to the 
ammo chest in the street, you haue an unlimited 
supply of missiles. There is no reason to rush this. 



If you get killed, it was likely because you got 
greedy and tried to shoot too many missiles in a 
row, despite the fact that yourtime energy was 


running out and the helo was firing at you. Start 
ouer and try just firing one ortwo missiles at atime 
and then immediately hiding until yourtime energy^ 
returns. ^ 



No time to 
celebrate, 
though. A few of 
hrone-’s soldiers 
run up a ramp 
to assault the 
courtyard, and 
you receiue a 
new objectiue. 




OBJECTIUE 

■ Locate eKplosiues and blast open 
UJind Testing Facility doors 



Gun down any 
soldiers your 
allies hauen^t 
yet killed, and 
then run down 
the ramp the 
enemy soldiers 
are emerging 

from. Vou-’ll haue to deal with a few more of them as 
you go down. 


lUhen gou 
reach the 
ramp-’s bottom, 
go through the 
garage door 
on the right. 

The enplosiue 
deuice gou need 
is sitting on a table in there. Take it and rejoin your 
allies. 

There-’s a 
red indicator 
on the factory 
doors. Run up 
there and plant 
the enplosiue. 

Pause time and 
run away from 
the door until time resumes its normal flow and the 
doors are blown apart. 

The rebels 
pour in through 
the destroyed 
doors. Follow 
them until 
the nent leuel 
loads. 





m 
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lUe-’UB reached the final feiu leuels of the single-player campaign. The going luill get toughs but the preuious 
leuels-* battles and obstacles haue prepared gou luell. Vou haue already seen much of ujhat TiniBShift can 
throuj at you. 

Df course^ there are a feiu nasty tiuists and turns yet to come . . . and thars ujhy you-’ue got this book. 
Read oOj and prepare for your sprint to the finish line. 
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As this leuel 
opens, your 
rebel allies 
charge deeper 
into the factory. 
The point man 
aduances into 
a ujind tunnel, 
hrone-’s soldiers, seeing this, actiuate the ujind 
tunnel-’s giant turbine, ujhich sucks the point man in 
to a grisly death. 


Vourtask is to find a ujay past this ujind tunnel, 
then deactiuate it so the others can follouj. Later, 
after you quiet the turbine, you ujill try to steal one 
of hrone-’s drop jets. 


OBJECTIUE 

■ Acquire drop jet and rendezuous 
ujith rebel forces 

■ Deactiuate uuind turbine 

■ EUminate enemy threats and 
prepare drop jet for transport 



PRimH DFFICIHL EHmE GUIDE 









Vgu start 
out in a small 
room with your 
rebel allies. 

Only one door 
is unloched. 
Open it and peeh 
into the wind 
tunnel — but don't go out there yet! Look straight 
across the tunnel and a little bit to the left to see an 
alcoue. 

Let your time 
energy charge 
up fully. Then^ 
press the Time 
Control button 
and step into 
the wind tunnel, 





Pressing the Time Control button reuersee time. Now^ 
instead of blowing you to the right, the wind in the 
tunnel pulls you to the left. 


While time is 
reuersed, run 
across the wind 
tunnel, aiming 
for that alcoue. 

If you haue any 
doubt where the 
alcoue is, look 
for a pair of windows set in the alcoue walls. They’re 
the only windows you can see from your current 
position. 

Since the wind is pushing you left as you run, 
compensate by running slightly to the right of your 
destination, keep making adjustments so you don't 
get blown too far off course. 




Uou can 
easily reach 
the alcoue 
before yourtime 
energy runs out. 
When it does, 
wait here for it 
to return. Vou 
are fully sheltered from the wind in here. 



When your 
time energy is 
back, reuerse 
time again. Step 
back into the 
wind and turn 
right [thars the 
direction the 
wind is pushing you]. There's a door uery close to 
you. Get inside it. Now you're safe from the wind. 


OBJECTIUE 

■ Rotate drop jet and proceed to 
the ground floor 


Vou-’re noiu 
inside a control 
room luith a 
pair of armed 
technicians. Gun 
them doiun and 
look for the stairs 
leading up. 




Take the 
stairs up to 
a platform 
ouerlooking the 
ujind tunnel. 
There are 
seueral troopers 
here. Gun them 
doujiij retreating back to the stairiuell for couer if 
necessarg. 



If you need ammo^ there^s a thunderbolt in a u^eapon 
chest out here. 



Go through 
the door at the 
platform^s other 
endj then climb 
up a ladder on 
the other side. 

At the topj 
locate a second 
ladder and climb that as ujell. 











d. 



Dpen a door at the ladder's top. Now you're loohing 
out ouer a series of platforms nearthe wind tunnel's 
roof. Enemies are all across these platforms. Start to 
snipe from the door. 

Concentrate on detonating enplosiue barrelsj there 
are lots of them up here, and they'll instantly kill 
nearby enemies. 

After you 
down most of 
your enemies, 
aduance onto 
the nearest 
of two uery 
large central 
platforms. Go 
to the platform's end. Vou'll see a walkway on the 
right. 

There's a small gap between your platform and the 
walkway. Jump the gap, then follow the walkway. 

The walkway 
leads to a 
platform at the 
wind tunnel's 
end. There's a 
pedestal with 
a button on itj 
press the button 
to deactiuate the wind tunnel's turbine. 

Vou now get a new objectiue. 


OBJECTIUE 

■ Load drop jet on transport system 








A trio of 

jetpack troopers 
appears when 
you press the 
button. Quickly 
slow time, 
eguip your 
thunderbolt, and 
take down all three. 




Look for a 
walkway on 
this platform's 
other side [not 
the side you 
came fromj look 
on the other 
side]. Follow 
this walkway to a door set in the wall. 

To reach this door, you can take two different 
paths across the walkways and platformsj the left 
path reguires a short jump, and the straight-on path 
reguires you to climb down a short ladder. Either way 
is fine. 




go through a 
couple more 
doors. When 


you emerge in a 
control room with two armed techs, blast them both. 


Go through 
the door, then 
climb down 
a ladder and 


Press the button on the pedestal nearthe bay 
windows. Notice the drop jet below youj pressing 
the button loads it onto a transport system, thus 
completing an objectiue. 



Go back out 
the door you 
entered through. 
Take a second 
door. When you 
reach a platform 
with ladders 
leading both up 
and down, go down. 



moue ahead 
until you're on 
a side platform 
ouerlooking the 
wind tunnel. 

Gun down a pair 
of soldiers who 
emerge from a 
door up ahead. Shoot euplosiues nearthem to make 
this easy. Then go through the door they came from, 
and walk down the stairs. 



keep mooing 
ahead until 
you emerge in 
another control 
room, this one 
with three 
armed techs. 
Gun them all 




doiun. Noiu looh around the room. There are tiuo 
leuers on pedestals. Vou must throuj these almost 
simultaneously^ so first throuj one leuer^ then pause 
time and run ouer and throuj the second leuer. This 
completes the last bit of business ujith the drop jet. 



Take the door 
at the control 
roonrs other 
endj then turn 
left and take a 
second door. 

Noiu you-’re out 
on the ujind 

tunnel floor again. Duerheadj the drop jet is being 
ujinched aiuag. 




Run 

diagonally 
across the ujind 
tunneL and 
enter the same 
door that you 
took ujhen you 
first crossed the 
tunnel [luhen the turbine luas actiue and you ujere 
fighting against the ujindj. 

Climb the 
stairs begond 
this dooc then 
aduance along 
the platform gou 
emerge upon. 
Turn left ujhen 
you approach 
the platfornrs middle. Vou-’ll see the drop jet and 
your allies ujaiting for you. Run to your allies to 
complete the leuel. 


REPD men 




LBEeno 

Dirret Hleapon 















The drop jet has been loaded onto a train, along luith 
your allies. The train is set to leaue, but it luaits until 
you climb aboard. 



Check out the 
loading dock^s 
left side before 
getting on board 
the train. Vou-’ll 
find an EmF 
cannon and a 
Bloodhound in 
ujeapon cases. 


OBJECTIUE 

■ Infiltrate hangar and steal Zep- 
pelin 



There are no giant enemies up ahead that demand 
the Bloodhoundj so it boils down to whether you 
want to use one for a while. We tend to leaue it. 




Get on board the nearest train car. Throw a leuerto 
set the train in motion. 


Look out the 
back of tbe 
train as you 
^ roll down the 
tracks. Vou pull 
away from the 
factory. As you 
pass a hangar, a 
ueritable army of hrone-’s men spills out and attacks 
you, and the train grinds to a halt. 


OBJECTIUE 

■ Eliminate enemies guarding 
hangar 


Vour 

attackers 
include 
both regular 
soldiers and 
Storm Guards. 
Immediately 
crouch down, 
eguip the thunderbolt or echo rifle, and start sniping 
at enemies on high platforms on the hangar's 
euterior. Slow time as you do this, hfter you 
eliminate eueryone on those high platforms, your 
couer becomes much better, as most ground-based 
enemies can't shoot ouerthe back of yourtrain car. 

When some 
of yourtime 
energy returns, 
pop up, slow 
time, and target 
enemies on the 
ground. Start 
by shooting an 
euplosiue barrel on the tracks to kill anyone nearthe 
barrel. Then look to the hangar's left, where enemies 
with thunderbolts like to hide. Clear those guys out. 
There are seueral back there, and more will appear 
as you're shooting. 

meanwhile, your allies do a good job of pinning 
down the soldiers directly in front of you. Help them 
take out the remainder of those soldiers when you 
no longer see anyone to the hangar's left. 

h couple of 
jetpack soldiers 
now rise into 
the air. When 
you haue some 
time energy 
built up, snipe 
them, then clear 
out any stragglers left on the ground. 

When all is clear, you receiue a new objectiue. 





BBJECTIUE 

■ Load drop jet ontD zeppelin 



Get off 
the train and 
approach the 
hangar-’s left 
side. Vou-’ll haue 
to shoot another 
soldier or two 
as they emerge 
up ahead. Find a small door on the hangar-’s left side, 
and go inside. 
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mouB ahead 
to a room luith 
tiuD armed 
technicians 
inside. Gun 
them both 
doiuiij then luait 
for a couple of 
soldiers to burst through the door on the other side. 
Take them out as luell. 

Open a lueapon case on the roonVs right side. 
Collect thunderbolt ammo from in there^ and choose 
ang other lueapons gou like. Enterthe doorthe 
soldiers came through. 


mouB 
foriuardj 
lueauing 
through piles of 
crates. Look for 
a pedestal on 
the left. Throuj 
the leuer on the 
pedestal, then immediatelg sink back behind the 
crates, as seueral soldiers are about to rush onto 
the platform directlg across from the leuer. 


OBJECTIUE 

■ Locate control room and actiuate 
hanger doors 




OBJECTIUE 

■ Raise cargo tracks 



Vou're now on a wide ledge. Look left to see the 
uast enpanse of the hangar interior. Ahead is another 
small door. Go through this door. 



There's an EIYIF cannon in a weapon case atop some 
crates by the door. I 


Take a second 
door and climb 
the stairs. 

Pause to eguip 
your thunderbolt 
at the door at 
the top of the 
stairs. 

Now open the door, immediately slow time, and 
look out. There are seueral enemies on your leuel, 
and on a higher leuel, a soldier will soon be running 
to man a turret. Plant thunderbolt missiles in anyone 
you see out there, then back into the doorway 
and let yourtime energy recharge. Pop out again 
and take down the others when you haue fulltime 
energy — and don't forget that turret gunner up high. 




From couer, 
slow time and 
peek out at the 
soldiers. One 
soldier mans 
a turret he's 
on a higher 
leuel than 

the rest. Snipe him first with the thunderbolt then 
concentrate on the others. 



As you 

whittle down 
the soldiers 
on the other 
platform, build 
up some time 
energy and 
periodically 

glance at the door ouer your right shoulder. After 
you'ue destroyed most of the soldiers on the far 
platform, two ambushers run through that door. 
When that happens, slow time and eliminate them 
immediately. Then clear out the remaining soldiers 
across the way. 



When all 
is clear, take 
the doorthe 
ambushers 
used. Go down 
a flight of stairs, 
then aduance 
until you enter 
a control room filled with three armed techs. Gun 
down all three. 











Go through 
the door on the 
room's other 
side. Nouj you're 
standing on the 
cargo tracks. 

Walk across 
the tracks, go 
through another door, and walk into a second control 
room. Shoot two more armed techs in here. 

There's a 
console with a 
button in here. 
Press the button 
to open the 
hangar doors. 
Vour allies driue 
theirtrain into 
the hangar. The drop jet is raised to the hangar's top 
and readied for flight. 

Vou now get a new objectiue. 


OBJECTIUE 

■ Release zeppelin anchors 



At the top of the stairs, run out on a platform. 

Watch a platform directly ahead. When troopers start 
spilling out onto that platform, slow time and snipe 
them with the thunderbolt. 





Run through a door on the control room's far side, 
into a small storage area. Take a door on the right. In 
the area beyond, approach some big folding doors on 
the right wall. They open for you. 



Run forward. A couple soldiers come through 
another set of folding doors ahead. Gun them down 
and keep mouing. Go through those folding doors. 


After you 
clearthat 
far platform, 
turn right and 
approach the 
wallj throw the 
big red leuer 
you find there. 



Now back up 
slightly and 
notice that 
there's a small 
eleuator neat 
to the leuer you 
just threw. Get 
inside and ride it 
upstairs. 

Upstairs, shoot a guard, then enter yet another 
control room and gun down a pair of armed 
technicians. 




Press the 
button on 
the console 
in this room. 

This releases 
the zeppelin 
anchors, 
fulfilling your 
current objectiue and completing the leuel. 
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En RDUTE 


I i 


After a brief conuersation aboard the Zeppelin^ it 
becomes clear that the zeppelin must doch in order 
to refuel. That means landing at one of hrone-’s 
heauily armed bases. 

The action beginsj you find yourself on one of the 
zeppelin-’s turrets. The enemy base lies just ahead. 


OBJECTIUE 

■ EUminate base defenses to 
secure dockiiig procedure 

■ Find fuel reserues and refuel 
zeppelin 


Vou start out 
near a patch 
of mines. 

Slouj time 
and destroy 
as many as 
possible. 

lUhen the 

mines are gonej notice that a host of helos is tahing 
off from the enemy base. lUhen you-’re close enough 
to get a good shot start firing your turret at them. 
Vou can score a feuj hits from long range. 


Its fairly easy 
to shoot doujn 
all the helos. 

When you-’ue 
accomplished 
thiSj ujait as the 
zeppelin docks 
ujith the enemy 
base. 

Turn your 
turret to the 
right and notice 
a long bridge 
leading to the 
base. There are 
a feiu enemy 
troopers there. 

Hose them doiun luith turret fire. Keep it up until 
nobody is mouing on the bridge. 


OBJECTIUE 

■ Enit the zeppelin uia central load- 
ing platform on the outer deck 





Euentually the 
halos approach, 
and you haue 
quite a decent 
shot at them. 
Slow time and 
unload on them, 
one at a time. 


Note that you can either continuously shoot with the 
Primary Fire button, or use Secondary Fire to charge up 
a single, powerful shot. Either wag worHs just fine. 



Stop firing at a helo when you see lots of flames 
coming out of itj it's probably going down, so it's 
unnecessary to heap shooting it. Best to moue on to 
another target. 


Keep up a 
more-or-less 
continuous 
stream of fire. 
[Vour turret will 
not ouerheat 
or lose power 
from continued 
shooting]. Keep slowing time wheneuer yourtime 
energy is full. 


Press the Use 
button to get off 
the turret. Get 
on the small lift 
just behind the 
turret. Press a 
button to ride 
upstairs, and 

euit through a side doorto the Zeppelin's main dech. 

In the middle 
of the Zeppelin's 
dech is a lift. 

Pull a leuer on 
the wall near 
the lift, then get 
on the lift and 
slowly descend. 


Now you're 
facing a bridge 
leading to the 
base. Slow 
time and snipe 
a few soldiers 
guarding the 
bridge. These 
shots are trichy because the zeppelin is bobbing up 
and down, but with time slowed, you can handle it. 
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lUhen the bridge loohs clear^ let yourtime energy 
replenish, then jump onto the bridge. Run down 
the bridge, gunning down anyone who appears 
and slowing time if you get shot from somewhere 
unenpected. [Some helos are still circlingj get to 
couer if one starts shooting at you.] 



There's a thunderbolt and a Bloodhound in weapon 
cases behind a gatehouse on the right. 





At the bridge's 
end is a tall 
ladder. Climb 
it, then moue 
across a narrow 
ledge. Ignore the 
enemies belowj 
just slow time 
so they won't damage you much and continue along 
the ledge. Climb into a uentilation duct at the ledge's 
end. Vou're now inside the enemy base. 


Head through 
the duct, and 
drop into a long 
room that's 
jam-packed 
with euplosiue 
barrels. Stand 
here a moment 
and look at the room's other end. Allow yourtime 
energy to fully regenerate. 


Now start 
mouing toward 
the room's 
other end. As 
you do, a door 
opens there 
and an enemy 
soldiertosses a 
grenade into the room. 


OBJECTIUE 

■ Locate fuel reserues and load 
DiitD Zeppelin 


Stop running luhen the door opens. Watch as the 
grenade detonates the farthest barrelsj increasingly 
closer barrels then start to enplode in a fast chain 
reaction. 

Here-’s the tricky part: Vou must freeze time just 
before the barrels closest to you enplode. As you 
freeze time^ run foriuard — and keep running until gour 
time energg runs out. If you time this right, gou can 
run unharmed [or at least, onlg someiuhat harmed] 
past the barrels that are currently enploding. 



VoLi might haue to try this seueral times. If you" re too 
late on the Time Control button, you won"t stop the^ 
nearest barrels from enploding, and they"ll kill you^ 
And if yoLi"re too early on the button, you woirt haue 
eliough time to run past the enploding barrelsj in that 
case, you will be killed when you run out of time 
energy. ^ 

Work on freezing time just before the barrels ^ 
nearest you detonate. Be sure you"re running forward 
as gou freeze time. Euentually gou"ll get it. 3^ 



When you reach the roonVs end, the grenade- 
throwing soldier peeks out through the door. Gun him 
down. 



Doirt enter 
the door the 
soldier came 
throughj stag 
in the long 
room where the 
barrels enploded 
and look down 
through a grate in the floor. Vou"ll see another red 
enplosiue barrel down there. Stand as far back as 
possible and shoot that barrel. This destroys part of 
the grate, allowing you to drop through the floor. 


OBJECTIUE 

■ Locate upper coiitrol roDiii and 
□pen doors to zeppelin 
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Craiul through 
a tunnel until 
it spills out in 
a darkj green- 
tinged seujer 
area. Sujim 
across this area 
until gou see 
a couple of huge^ rusty pipes rising up at an angle. 
Jump on the rightmost pipe and run up it. 

Vou emerge 
on the ground 
floor of a 
big cauern. 
Seueral armed 
technicians are 
standing around 
on the floor. 

Slouj time and use grenades to start the battle^ then 
gun doiun seueral more enemies luith conuentional 
ujeapons. When gou run out of time energy, slide 
bach doujn the pipe into the seiuer. 




Let your 
time energy 
recharge, then 
go bach up the 
pipe. Slouj time 
again. Gun doujn 
more enemiesj 
in particular, 

look for soldiers positioned on the uarious platforms 
suspended aboue the cauern floor. 

Repeat this process until you thin out the bad 
guys. Get on the ground floor and take couer behind 
a parked train. Continue picking off soldiers until the 
area is empty. 



There^s an EmP cannon in a weapon chest out here. 




When the wooden platform stops mouing, jump 
onto a metal walkwag and climb the stairs. 



There's a thunderbolt in a weapon case up here. 


Look for some 
red metal pipes 
that form a 
ramp, jump onto 
the pipes and 
climb them. As 
you climb the 
ramp, a few 

snipers emerge at uarious leuels of the cauern. Slow 
time wheneuer one appears, and snipe him before he 
gets a chance to shoot you. 



Continue 
climbing red 
pipes until gou 
reach a wall 
with a uenti- 
lation duct, 
jump into the 
duct and follow 
it until gou see a grate underfoot. Equip your EmF 
cannon [or any short-range weapon you prefer] and 
drop through the grate. 




There's a leuer on a pedestal in the floor's middle. 
Throw the leuer once to make a wooden platform 
drop. Throw it a second time and immediately slow 
time. Hop onto the wooden platform and allow time 
to resume its normal pace. 



Vou drop into 
a small room 
containing a 
Warp Guard. 

Immediately 
freeze time and 
unload your EmF 
cannon into 

the Warp Guard, shooting him as much as possible. 
There isn't much couer down here, so finish off the 
Warp Guard as quicklg as possible. 
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Go around the corner and looh for a ladder. Climb 
the ladder, get in a uentilation duct, and follow the 
duct until you can drop into a new room. 


This new room contains an EMF cannon in a chest 
and a leuer mounted on a pedestal. Throw the leuer. 
This loads fuel onto the zeppelin, completing your 
objectiue. 


Enit the 
room through 
a circular door 
on your right. 

Go bach and 
looh down ouer 
the big cauern 
you came up 
through earlier. It’s been restoched with enemies. 
Pull out the thunderbolt, slow time, and pich off 
eueryone you can see from up here. 

When all is 
clear, eguip 
your EmF cannon 
and looh for a 
uentilation duct 
to the left of the 
spots where 
you can looh 
down ouer the cauern. Crawl into the duct, which 
leads to a red pipe. 

Drop onto the pipe, and head down to a second red 
pipe. From here, drop onto some containers on the 
cauern floor. 



When you 
hit the cauern 
floor, another 
Warp Guard 
appears, hs you 
did with the 
last one, freeze 
time when he 
appears and unload a tremendous amount of ammo 
into him. 



After the 
Warp Guard 
falls, another 
appears. Run for 
couer after you 
defeat the first 
Warp Guard, and 
recharge your 
time energy. This allows you to freeze time again and 
defeat the second Warp Guard. 




Jump onto the trails front 
car in the cauern's middle. 
Looh for a leuer. Throw it to 
start the train mouing. After a 
brief cutscene, the nent 
leuel loads. 






LEBeno 

Turret Weapon 


Vou'ue made it to the final leuel. Congratulations! But 
domt pat yourself on the bach yet: you still haue an 
entremely tough battle ahead. Off we go . . . 



you start the leuel in a crashed drop jet and 
receiue a new objectiue. 


OBJECTIUE 

■ Locate Krone to retrieue Alpha Suit 
Origin Driue for return time-jump 

- T*. n * 



Essentially, this objectiue can he translated as, 

"Find and defeat Krone," since he's in possession of 
the alpha time suit. 



Vou don't haue any weapons right now. That's ohayj 
you'll get some before gou encounter any foes. 



Enit the wrecked drop jet and walk to the street's 
end. There are two low windows in the wall therej go 
through the one that isn't barred. 


you're now 
in a dingy hall. 
Go down the 
hall, then pass 
through a pair 
of doors. Climb 
a short flight 
of steps. Now 
you're outside. 


On the 

street ahead, a 
bunch of rebels 
are leading 
captured Krone 
troopers through 
the city. Ignore 
them for now 
and look right. Locate a fire-escape ladder and climb 
it. Then climb some enterior stairs. 
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OBJECTIUE 

■ Proceed to higher position for 
tactical aduantage 


tahe down any soldiers you find in there. If the wall 
on the right remains relatiuely intact shoot it then 
clean out any soldiers hiding behind it. 




Keep mouing until you reach a spot where you can 
drop to a slightly lower fire-escape platform. 


Another 
ladder leads 
up from this 
lower platform. 

Climb it then 
crawl inside a 
window. Inside 
you-’ll find a 

shattergun, an EAIF cannon, a thunderbolt and an 
ammo chest. Grab all three weapons and stock up 
on ammo. 




We recommend holding on to these weapons until 
we tell you to drop one. If nothing else, keep the 
shattergun, as you'll fight lots of enemies at close 
range in the nent few minutes. 


Open the nent 
door and go 
into a short hall 
with a chain-link 
fence blocking 
half of it. Gun 
down a soldier 
on the fence's 
other side. Turn gour attention to another door. Shoot 
ang soldiers who come through it. 

Open the door 
and enter a 
small room. As 
you enter, the 
wall on the right 
probably gets 
blown up. If it 
does, back up 
and let the dust settlej then slow time, reenter, and 




moue through 
this room and 
into a second 
small room with 
a crumbling 
wall. Shoot any 
soldiers you 
can see through 
holes in the wall, and then aduance. 
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This lualL too^ can be shot into obhuion — so don't 
count on it for couer. 


1 



emerges from behind the deskj then 
shoot a second soldier. 


Enter another 
room, this one 
with a reception 
desk on the 
left. Hang back 
in the doorway 
and gun down 
the soldier who 
turn right and 



Go up a small 
ramp into an 
adjacent room. 
Climb the stairs 
in this room, 
but watch for a 
soldier with a 
Hellfire as you 
approach the door at the top. Take him down and 
keep mouing. 



Climb some 
more stairs. 

Keep following 
the only 
auailable path 
until you reach 
a bench resting 
below a high 
window. Outside the window is a giant, robotic 
Sentinel. Jump onto the bench and climb out through 
the window. 







Krone is inside that Sentinel. Howeuer, you can^t deal 
with him just yet. 


OBJECTIUE 

■ Destroy Sentinel plasma turrets 

■ Destroy Krone's Sentinel 

r * 



Now you-’re outside^ on a rooftop. DoiVt worry 
about the Sentinel right nowj it does not notice 
you. Da looh around for a lUarp Guard. Destroy it by 
freezing time just after he warps into enistence and 
then pumping seueral shattergun shells into him at 
point-blank range. 



After tbe 
first lUarp Guard 
falls, another 
appears, and 
then another. 
Use the same 
tactics you 
always use 

against these guys: freeze time and blast them 
repeatedly. lUheneuer you^re low on time energy, run 
behind couer [in this case, behind one of the brick 
chimneys] and hide until it replenishes. Then pop out 
and finish off the UJarp Guard. 



The Sentinel will not bother you until you're done 
fighting the Warp Guards. Shortly after you kill the 
last Warp Guard, howeuer, the Sentinel will start 
firing at you. 


UJhen no more 
lUarp Guards are 
forthcoming, 
pick up a surge 
gun. Notice the 
metal walkway 
along the roof's 
front. Vou'll be 
using that uery soon. 



Also notice 
three weapon 
cbests 
scattered 
across the roof. 

Each contains 
a surge gun. 

These surge 

guns reappear shortlg after you take them, so you 
can continually go back to tbe same chest to get 
more ammo. 

Go to the 
front left corner 
of the metal 
walkway on the 
roof's front, and 
hide behind a 
tall post. Notice 
that if you 

stand a bit back from the wall [but still on tbe metal 
walkway] you can get a good uiew of the three 
turrets atop the Sentinel. 

Check out the sidebar for information on the Sentinel. 


The Sentinel 

The Sentinel 
is a giant, 
spiderlihe 
mechanized 
fortress. The 
most important 
parts to notice 
are the three turrets on top of it. These fire very 
damaging plasma projectiles. 

The Sentinel has two attachs. One, the turrets 
fire plasma. Two, the Sentinel can fire a volley 
of artillery shells. 

The plasma projectiles are fast, and therefore 
are difficult to avoid in real timej you must start 
moving sideways pretty early if you hope to 
avoid them. Therefore, whenever the Sentinel 
is actively targeting you with its plasma 
shots, you must either have time slowed, he 
constantly moving sideways, or (best of all] 
getting behind cover. 

The Sentinel will heep firing plasma at you 
until you destroy one of its turrets. When this 
happens, the Sentinel warns you that it is 
about to fire its artillery volley. It does this by 
violently rearing into the air. The artillery shells 
start flying soon after. 
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There'5 an indentation where each turret attaches 
to the Sentinel's main sectionj if you hit the Sentinel 
anywhere aboue that indentation^ you will hurt the > 
turret. 

^ Don't try to fire at the blue-glowing cannonsj ; 
they are uery small targets. Aim for the center of 
the turret piece the cannons are attached to. 


Center your aim perfectly on the turret, slow down 
time, and then fire at the turret until your surge gun 
is dry. [Remember: use the Primary Fire mode, which 
is the energy spheres. If you're shooting an energy 
stream, you're using the wrong firing mode.] 


Now, stand on the metal walkway. Three concrete 
posts are on the wall in front of you, which you can 
use as couer. [Actually there are four posts, but the 
fourth one is in the corner, where you cannot use it 
as couer.] make sure to stand just to the left of the 
leftmost usable post. 

Aim the surge gun at the closest of the Sentinel's 
three turrets [the middle one], and mini-zoom in on it 


^^^^^j^^jhe^SentineljCo^^ 

The Sentinel's plasma vuill not target you 
during an artillery barrage, so once the shells 
start flying, concentrate fully on auoiding them 
[without worrying about plasma shots). 

To defeat the Sentinel, you must destroy all 
three of its turrets. Destroy a turret by firing 
multiple surge gun projectiles into it. [Use 
Primary Fire mode, which shoots discrete 
projectiles. The Secondary Fire beam will not 
work.) We recommend mini-zooming in on the 
turret for greater accuracy, and slowing down 
time as you shoot. Vou do not have to shoot the 
blue-glowing gun part of the turret; instead, aim 
just below the actual cannons, at the somewhat 
fatter pieces the cannons are attached to. 



Watch to see if the turret was destroyed. If not, 
sneak a bit to the right, behind the post. Wait back 
here as the Sentinel's turrets fire blue plasma at 
you. The post will protect you. When you haue full 
time energy, run to one of the weapon chests and 
get more surge gun ammo. Then return to this spot, 
get your time energy back, and fire some more shots 
at that central turret. 


Repeat this 
process until 
you obliterate 
the turret. 

Shortly after 
you destroy the 
front turret, the 
Sentinel rears 
into the air. Now an artillery barrage is coming. When 
this happens, look straight into the sky. [Don't just 
raise your uiew a littlej look as close to straight up 
as possible.] When the artillery shells start to fall, 
be prepared to moue sideways along the metal ramp 
to auoid them. Howeuer, don't immediatelij start to 
dodgej wait until some shells are coming straight 
in your direction, then moue to one side. React to 
the indiuidual shells rather than mouing in a prede- 
termined direction. 




many shells will fly ouer your head, and many willf ly 
off to one side of you. irs tricky, but you must watch 
theirtrajectories and figure out which ones are safe 
to ignore — worry about the ones with the shorter 
trajectories, which are headed directly your way. 


Wheneuer shells are going to hit you [or at least 
get uery close], tap the Time Control button to slow 
time and giue yourself entra time to moue aside. 



We recommend slowing time just long enough to 5 
dodge shells that are coming uery close, and then | 
immediately turning your powers off again. Vou do -| 
not haue enough time energy to leaue time slowed^ 
forthe entire duration of the barrage, making conser- 
uation necessary. % 






lAJe recommend staying on the metal walHujay rather 
than using the entire rooftop to dodge incoming 
fire for a couple of reasons. First, you can use the , 
chimneys on other parts of the rooftop for couer 
against plasma shots, but they quickly get shot 
to pieces, leauing you ujithout couer. The concrete 
posts in front of the ujalkiuay, on the other hand, can 
get seuerelg damaged — but neuer so damaged that 
theg stop seruing as good couer. 

Second, and just as importantly, the chimneys 
are spaced in such a luay that yotf re likely to 
runrinto them if yotf re staring into the skg while 
dodging artillerg shells. This can be lethal, as getting 
stuck for a second can allow a shell to hit you. The 
walkway, on the other hand, stretches from one side 
of the roof to the other without any obstacles [saue 
a single weapon chest] to tangle you. [If you do run 
into that weapon chest, jump without looking down. 
This will allow you to clear it and keep mouing.j 



Euentually the shells stop. If you died, reload the 
game and try again. Enpect to die seueral times as 
you get used to dodging artillery shellsj they are 
quite tricky to auoid. 



Now you^ll be left alone until you attack the 
Sentinel again. Go back to a weapon cbest, fully 
reload the surge gun, and return to the metal 
walkway nearthe leftmost wall post. This is a good 
time to saue the game. 


Now that you-’ue destroyed the Sentinel's front turret, 
aim at the rightmost turret, slow downtime, and unload 
your entire surge gun at it. [Remember to mini-zoom!] 
Immediate[y shut off your time powers when you're 
done sbooting, to conserue some time energy. 

lUatcb to see 
if your shots 
destroyed the 
right turret. If 
not, regenerate 
some time 
energy, get a 
fresh surge 

gun, and un[oad more pmjecti[es into it. Repeat this 
process unti[ you destroy that turret. Then watch as 
the Sentine[ rears up and fires another arti[[ery uo[[ey. 

Auoid this uo[[ey in the same way you auoided 
the [ast one: by [ooking straight up, s[iding back 
and forth on the wa[kway, and briefly pausing time 
wheneuer an artillery shell gets too close, or when 
you are injured. 

When this 
uolley is done, 
reload the surge 
gun and take 
your place near 
the leftmost 
wall post. 

[Again, saue 
your game at this point.] 

Aim carefu[[y at the fina[ Sentine[ turret, s[ow down 
time, and un[oad a[[ your surge gun ammo into it. 

Watch to see if you destroyed the turret. If not, 
you know the dri[[: bui[d up some time energy, get a 
fresh gun, and take some more shots unti[ that fina[ 
turret goes up in flames. 

Now there's a final artillery barrage. As before, 
look straight up and moue back and forth on the 
walkway to auoid the artillery shells. Briefly slow 
time wheneuer a shell gets too close to you. 





When this last barrage is ouer, the Sentinel 
appears to start walking toward you. Don't worry: 
it's actually leauing. Watch as it strides off to your 
building's right. Reload the surge gun. 
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A hole has opened in the luall to the right, 
enposing a uieiu into an attic space. Go through 
the hole, into the attic, and doiun a ramp formed of 
rubble. 


Bear right and drop through a hole in the floor. Keep 
aduancingj there^s onlg one path to tahe. Euentuallg, 
this path leads to a tall ujindoiu ujith a surge gun 
and a bench in front of it. Jump on the bench and hop 
through the luindouj. 

Noiu gou^re on 
a ting balcong 
containing 
another surge 
gun in a chest. 

Vou cairt moue 
around much 
ujhile gou-’re out 
here, but stand directlg on the surge gun chest to 
ensure gou haue no ammo ujorries. 

meaniuhile, glance doujn. Seueral enemg soldiers 
are doujn there, but rebels are in the process of 
eliminating them. Ignore them. 

Noiu equip 
gour surge gun 
and looh left. 

The ujounded 
Sentinel starts 
plodding into 
uieiu. Keep a 
special luatch 
on the Sentinel^s loujer half. 

The Sentinel has one more cannon left this one 
dangles beloiu its central chassis. lUaitforthat 
gloujing blue cannon to appear. 


When gou 
see the bright 
blue cannon, 
mini-zoom for 
a better look, 
slouj time, and 
start firing at 
it. As before, 

use the surge gun^s Primarg Fire mode [the energg 
spheres]. Vou^ll haue to lead the cannon a bit, since 
the Sentinel is mouing. Accuracg is more important 
than speed here, as gou onlg need a feuj qualitg hits. 

just keep 
firing at that 
blue cannon. 

If gou stag as 
far back as 
possible, gou-’ll 
automaticallg 
pick up a 

replacement surge gun ujhen gour ammo runs louj. 





Euentuallg 
the Sentinel 
stops, and the 
cannon starts 
poujering up. 

If gou haueiVt 
scored enough 
hits on it get, 
this is gour best opportunitg. Fire aujag! 


If gou ujere accurate enough and if enough of gour 
projectiles struck the blue cannon, it nouj enplodes. 
Tbe Sentinel is mortallg ujounded and crashes to the 
ground. 



MEJ"T 


m 


If you failed to destroy the cannon in time, it zaps 
you. Reload and try again. Remember: it all boils 
doujn to accuracy. If you can score some quality 
hits ujhen the blue cannon first appears [while the 
Sentinel is still mouing], you are in a good position to 
succeed. 



Krone was 
inside that 
Sentinel. He 
manages to 
crawl out after it 
falls but doesiVt 
make it far: he, 
like the Sentinel, 
has sustained a mortal wound. Congratulations: you 
haue beaten the single-player game! 


I 
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Play single-player TimBShift all the luay through. 
Human enemies are the toughest, so irs useful 
to ramp up sloiulg bg shooting Al foes. 

While some tactics and techniques that 
luorh in single-plager don^t luorh uery ujell 
[or at all] in multiplager, a lot of your 
hnoiuledge w/// translate. 

Vour single-player enperiences 
ujill teach you many thingsj 
at the uery minimum, they 
get gou intimately familiar 
ujith the controls, and 
thars crucial. Vou don-’t 
ujantto accidentally press 
the Grenade button ujhen you-’re just 
trying to duck. 

Single-player teaches you other 
stuff too — like houj high you can 
jump, houj each ujeapon ujorks, 
houj grenades tend to bounce, and 
so on. If gou leap into multiplayer 
ujithout beating the single-plager 
game, your opponents ujill likely so 
thoroughly dominate you that you 
ujon-’t ujant to play again. 


This cannot be stressed enough: Learn the maps and 
learn them ujell. If gou don-’t, gou-’re at a huge disad- 
uantage. Euen if your skills are marginally superiorto 
those of your opponents, they ujill haue a uast edge 
if they truly knouj the map you^re playing. 


Weapons and equipment make the 
difference betujeen life and death, and if 
you doiVt knouj the map, you ujoiVt be 
able to regularly collect high-quality gear. 
With intimate knoujledge of the map, 
howeuer, gou-’ll deuelop a pattern of 
mouement through the leuel. This pattern 
takes gou past lots of high-quality gear, 
alloujing you to collect the best stuff 
auailable. It also giues gou a sense 
of purpose and alloujs you to become 
intimately familiar ujith the areas you-’re 
passing through. 


Dishing out aduice for multiplager is tricky. Single-player leuels tend to be fairly predictable: Enemies appear 
at specific times, in specific places, and behaue in ujell-understood ujays. Puzzles and traps don-’t change 
from one play session to another. 

multiplayer, houjeuer, is a ujhole other ball of ujan: your foes uary greatly in number, caliber, and tactics. 

They appear in unenpected places, they hide, they set traps luith specialized grenades, and they use J 

different lueapons and unenpected techniques. In addition, the gamers host can tiueak the rules and ^ 

settings of each game in a hundred different ujays, thus making gour strategy a little different each time. < 

Nonetheless, there are seueral multiplayer tips uje can giue you. These range from aduice applicable to 
any multiplayer game to tips on the specific ujeapons, maps, and game modes you^ll encounter. Read on to S 

partake of our luisdom, but bear in mind that in multiplayer games, practice is the only real teacher. 


BEHERHL mULTIPLHUER REUICE 


The following aduice applies to the multiplayer mode of just about any first-person shooter. Howeuer, while 
generalized, these are the rules to liue by if you want to succeed in multiplayer TimeShift. 

PLau sinBLe-PLaaen TimESHiFb Learn tne maps 





Some maps feature soft couer — notably^ bushes — } 
that you can hide in but also fire through. Knowing 


where these soft couer areas are located is crucial#: 
if you don't Know them^ you're lihely to get shot from 
them [and neuer Know what hit you], | 


Knowing the map also prouides another crucial 
benefit: knowing immediatelg where shots are 
coming from. Plaging a leuel repeatedly makes you 
aware of what spots are uisible [and shootable] from 
other spots, allowing gou to auoid these uulnerable 
areas. This saues you ualuable time and allows gou 
to react more guickly to attacks. That often means 
the difference between life and death. 



If you're getting manhandled, you won't be able to 
concentrate enough to learn a new leuel. Consider ■ 
starting a new game with just you in it. Then enplore 


the leuel alone. Vou'll be surprised at how much more 
you can remember when you aren't getting shot, f 


Finn HPPPDPPiatie Games 

Some games are going to be rough on gou. The 
most common reasons forthis are unfairteams, 
too-skilled opponents, or euen a bad connection 
[when plaging online]. Ang of these factors can 
make the game impossible. Learn to recognize these 
problems. 


unoepstanD tae impoptance 
□F Epuipmenti 



power-ups. 
Lesser plagers 
often get sucked into the flow of action right after 
theg respawnj conseguentlg, they end up fighting 
with inferior gear. 


Top plagers tend 
to consistently 
gatherthe 
best weapons, 
lots of armor, 
and lots of 


Sometimes there's no way to auoid a fight, but 
in general, auoid initiating fights until you're well 
equipped. After spawning, spend gourfirstfew 
moments searching for good gearj when you'ue got 
a suitable weapon, and possibly some armor, run 
back into the fray. 


use spectiatisp muse 

One of TimeShifts seruer settings allows spectators 
to join the game. Spectators are nonparticipants who 
can watch the action from a uariety of uiewpoints. 

lUhile watching is not as fun as playing, it can be 
useful. Howeuer, rather than watching indiscrimi- 
nately, wait until you meet a player who's really 
giuing you trouble. Then switch to Spectator mode 
and concentrate on watching that player. 

When obseruing, notice things like the following: 

■ What weapons does the player use? 

• What parts of the leuel does the player spend the 
most time in? 


Once gou recognize a bad game, simply leaue. 
That might be hard on your pride, but in the long run 
it'll keep your enjoyment of TimeShift intact. Look 
for games that you can compete inj it makes all the 
difference in the world. 


• Under what circumstances is the player 
switching weapons or using grenades? 

• What mouement patterns does the player use 
once a fight has started? 

Spend some time at this to learn techniques that 
you can use to improue your own game. 


UJEHPDn TIPS 


Chapter 2 
CDuered 
lueapons in 
depthj noting 
their basic 
characteristics 



and prouiding 
suggestions 

geared toiuard the single-player game. The folloiuing 
lueapon tips are geared specificallg for multiplayer. 



Get in the habit of reloading weapons any time 
yoLi^re alonej you don^t want to run out of ammo 
during a fi refight. 


Also, rememberthat switching weapons can 
sometimes be fasterthan reloading. If you^re out of 
ammo for your current weapon^ you may be better 
off pulling out a replacement than fumbling to reload 
the current one. 




Km-33 PiStiDL 

The hm-33 is the default starting weapon. In a pinch, 
irs adequate for piching awag at an enemy, but a 
smart player will replace it quickly. It just camt deal 
the sort of quick, massiue damage necessary in 
multiplayer. 

KIT131D3 K3PBine 

The Karbine is 
a big upgrade 
ouerthe k(Yl-33, 
particularly 
if you use its 
Secondary Fire 
mode [grenades] 
to soften up the 
target before letting loose with the Primary Fire mode. 
Use those grenades early and often, and aim forthe 
feet to ensure some splash damage if you miss. 

Still, most players will agree that this is not the 
preferred weapon to haue in most situations. While 
it can deal uery good damage, you want to deal 
massiue damage in multiplayer. 

The bottom line on the karbine: grab it if it’s 
nearby, but keep looking for something better. 

SHSttePBun 

If you anticipate 
spending lots 
of time in close 
combat, the 
shattergun is 
your weapon. 

Nothing can 
beat it at point- 
blank range. Howeuer, its power drops uery rapidly 
as you moue away from the target. Euen at the near 
edge of medium range, it’s a poor choice. 

We recommend taking one of these if it’s auailable 
and equip it only when you anticipate close-quarters 
action. [This is where knowing the leuel inside out 
really helps.] Then put it away at all othertimes. 

When you haue this gun out, mauimize its potential 
by sticking to areas that force short-range battles. 
Blink around in narrow corridors. Hang out near 
corners or at the top or bottom of ladders. Anywhere 
combat must happen at entremely close quarters is 
a place you should be. 

ECHD RiPLB 

The echo rifle 
is just as 
specialized as 
the shattergun, 
but at long 
range: use it 
when you’re in 
a prime sniping 
spot, but put it 



at all othertimes. 




Some maps haue wide-open spaces and often 
haue specific areas — towers or rooftops — that haue 
been built for sniping. Lookforthese areas but also 
beware: as players get familiar with maps, they 
learn to look at these areas wheneuer possible. If 
you can find a great sniping spot that's used less 
often, you can giue yourself a real aduantage. 



A head shot with the Echo Rifle will score an instant 
kill — unless the target is absolutely maned out both 
on health and armor. 


It’s best to scan for enemies without using the 
zoom, then engage the zoom only when a target has 
been spotted. This is fortwo reasons: first, yourfield 
of uiew is greater when you’re looking with your 
naked eye. Second, when zoomed in, the echo rifle’s 
laser targeting system can giue away your position. 



Enemies are particularly uulnerable after they’ue 
leaped off a bounce pad, because they temporarily 
haue little control ouer their direction. Try to snipe 
them in midair. 

Always pairthe echo rifle with a good short-range 
weapon, because the enemy will rush you when 
they figure out what you’re doing. 



If possible, guard your back with laser mines while 
you’re busy sniping. 


THUnOBPBDLt 

The thunderbolt 
is a weapon 
that demands 
skill, thanks to 
its somewhat 
slow-mouing 
projectiles. 
Howeuer, the 
more time you spend with it, the better you’ll get. 
And getting good with this uery powerful weapon is 
worthwhile. 
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One important thing to realize is^ the Thunderbolt-’s 
zoom lenSj luhich is so helpful in the single-player 
game^ is much less useful in multiplayer. Vour 
inability to slouj time indiscriminately^ plus your 
opponents-’ tendency to constantly moue^ generally 
mahes zooming in during a multiplayer session a 
bad idea. Instead^ learn to fire this ujeapon ujithout 
using the zoom, irll be easier to lead your target and 
you ujon^t haue to ujorry about an actiue opponent 
slipping out of the scope^s uieiu. 



One enception: If yourtarget is standing still, it"s 
okay to zoom in with the thunderbolt. This is usually 
the case only when yourtarget is sniping with an 
echo rifle and is unaware of your presence. | 

Learn to anticipate players-* mouements, and fire at 
the location where they-’ll be in half a second. That-’s 
a useful shill with any weapon, but particularly so 
with the thunderbolt. 

Emp cannnn 

The Emp cannon 
is a great 
weapon for 
euery map 
and situationj 
aside from the 
surge gun, it is 
arguably the 

best all-around weapon for multiplayer. Look for it 
and use it! 

The Secondary Fire models charged shots can 
kill in a single shot. Start charging up the weapon 
while the target is at reasonably long rangej then let 
loose when you haue a good shot. Dr, start charging 
up as you approach a spot where you anticipate 
enemies lurking. If you pop around a corner with a 
fully charged secondary shot, you can kill an unsus- 
pecting target before they get a chance to fire back. 



The Emp Cannoms Primary Fire shots will go through I 
grates and fences, but its Secondary Fire shots ^ 
will not. Plan to use Primary Fire mode when your 
opponent is on the other side of these semi- , 
permeable objects. ^ 


The Primary Fire mode deals potent splash 
damage, so consider aiming for enemies" feet [and 
auoid shooting the ground too close to yourself]. 
The actual splash radius isiVt huge, but the damage 
dealt by the blast is uery potent. 




Turn the arc of the EmF Cannon"s Primary Fire mode 
into an aduantage, ratherthan a liability! Vou can 
shoot an opponent hiding behind couer by aiming 


aboue that couerj if you aim properly, the projectiles 
will just barely clearthe couer, then drop onto the 
targets head. 


BLDDDHDUnD 



The Bloodhound is your ticket to one-shot kills and 
multikills, but reload time is a big downside. Back 
into couer [or switch weapons] immediately after 
firing. 

Auoid super-enclosed spaces when you-’re using 
this weapon. A smart opponent may try to get right 
up in your face, forcing you to kill yourself [as well 
as him] with your shot. If this happens, considers 
melee strikej if that-’s not feasible, just fire. In most 
game modes, \Vs acceptable to kill yourself if you 
also drop your opponent [the kills effectiuely cancel 
each other out]. 

Learn to aim either for the ground near opponents-* 
feet or at walls or other nearby architecture. This is 
often easier than hitting a mouing target with the 
slow-mouing missile. 

Vou can use the Secondary Fire mode to improue 
missile accuracy, but unless you haue an unaware 
target, keep mouing euen while you maintain the 
targeting cursor on your enemy. That-’s a rough task, 
most players haue an easier time just using the 
weapoiVs Primary Fire mode. Howeuer, if you can get 
good at using the Secondary Fire mode on the run, 
you-*ll be that much more dangerous. 



It is possible to ""rocket jump"" in TimaShift. To do 
this, look down and shoot the Bloodhound while 


leaping. Vou"ll fly up into the air. This feat damages ] 
you, of course, but it can be useful if you need to get 
some eleuation and no bounce pads are conuenient. 


PRimH DFFICIHL EHmE GUIDE 




HBLLFIPe 

Use the Hellfire 
if you like 
to fight up 
close — but not 
too close. The 
shattergun luill 
generally trump 
this ujeapon 

if you^re close enough to touch the enemg^ but the 
Hellfire [particularlg its secondary-fire flamethroiuer] 
luill preuail as the fight moues toiuard medium 
range. 

Since mang maps [particularly the smaller ones] 
feature a lot of fighting at close-to-midrange^ the 
Hellfire is generally a uery solid choice. 



when fighting an opponent with a Hellfire, try to stay 
just outside the flamethrower's range [unless you : 


haue a shattergunj in that case, lure the opponent in 
and go for the point-blank kill]. I 

J 

SUPBB BUn 

This weapon is 
auailable onlg 
on one multi- 
player map 
[unless the 
host decides 
to ouerride 
the map-’s 

default weapons]^ therefore, you don-’t usually 


haue to worry about it. Howeuer, if you can get it, 
gou should. Both of its fire modes can kill in a milli- 
second. The primarg mode is best for dealing with 
multiple enemies at oncej the secondarg mode 
guicklg eliminates single foes. This weapon trumps 
euergthing else and transforms gou into a fearsome 
killing machine. Take it if irs there. 

BPBnaDBB 

Here-’s a reuiew of the different grenades: 

Clutch grenades: These can stick to opponents euen 
after they’ue bounced, so it often page to throw 
them low, euen at long range. If one is stuck to 
gou, charge in toward your enemies and see if 
you can take them down with you. 

Spring mines: These work only on soft ground. 

Place them near a weapon or ualuable pick-up 
to score lots of cheap kills, or around your base 
when playing CTF matches. [If you see the stem 
of one of these poking out of the ground, be 
careful — the stem only appears when you-’re 
just about to enter the mine-’s blast radius!] 

laser mines: The beams may stretch off into 
infinity, but \Vs the mines [not the beams] that 
deal the damage. Place them in high-traffic 
spots where the laser beams will be relatiuelg 
short this ensures that players running through 
them will be close to the actual mines. The tops 
and bottoms of ladders [and anywhere players 
are going to trauel uerticallg] are great places 
for these mines. 

Swarm grenades: These are fire-and-forget 
assistants. Launch them and immediatelg forget 
about them. Concentrate on taking down targets 
who are distracted [and damaged] bg the swarm 
grenades. 
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muLTiPLHUER-nnLU iTEms nno hbilities 


A few items and abilities appear only in multiplayer games, irs important to know what theg are and how to 
use them. 


TimB-EnBPBB PBCKB 

Collect a time- 
energy pack 
to restore a T 
chunk of your _ - 

time energy. 
multiple packs 
are needed 
to restore an 
empty Time Energy bar. 

Depending on the game settings the host chooses, 
your time energy may or may not automatically 
regenerate. Dr gou may automatically regain soniB 
time energg, but there may be a limit on how much 



you can get. lUheneuerthe regeneration rate is 
limited or nonenistent, time-energy packs become 
entra important. 



If the host sets the time energy to fully regenerate 
on its own, at a reasonably fast rate, time-energy 
packs become much less important. Vou can still run 
ouer them to quickly top off your energy, but don't go 
out of your way to get them. 






CHPDnD BPenaDBS [aKa Time 
BPenaaes] 

multiplayer 
games don't 
allouj you to 
manipulate 
time in the 
same way 
as in single- 
player. Instead 
of simply pressing a button to mahe eueryone else 
slow dowm stop^ or reuerse^ you can eupend your 
time energy in the form of chrono grenades. 

Chrono grenades are not pich-upsj you start 
the game with the ability to throw them [they are 
formed directly from your suif s energy and are thus 
"on demand" if you haue enough energy]. Vou're 
simply limited by yourtime energy^ which burns up 
wheneuer you throw a grenade, fl time-slow grenade 
costs about a guarter of your time energy barj a 
time-stop grenade takes about halfj and a time- 
reuerse grenade consumes about three-quarters. 

Using Chrono Grenades 

First, select the type of chrono grenade to throw. 
Then, simply toss the grenade at the enemy [or at 
a spot where the enemy is likely to be). The appro- 
priate amount of time energy is automatically spent 
as you throw the grenade. 

When the grenade detonates, it forms a sphere of 
time influence, affecting any player caught inside 
that sphere. If the player manages to get outside 
the sphere [or if the grenade effect wears off], he 
escapes the time effects. 


Grenade fffects 



Time-slow grenades slow anyone caught in their 
sphere of influence, making them uery easy to hit. 

Time-stop grenades freeze anyone caught inside 
the sphere, making them eHtremely easy to hit. 

Time-reuerse grenades act almost like barriers, 
pushing players back outside the sphere. Projectiles 
shot into these grenades' influence spheres will pop 
right back at whoeuerfired the projectile! This makes 
them a deadly trap forthe unwary. 




Throw a time-reuerse grenade to deflect shots. 


effectiuely seruing as couer. If the enemy foolishly 
shoots the grenade's sphere, he may kill himself 
when those shots come right back at him. 

Time-reuerse grenades can also be a great asset 
when you're fleeing. Drop them behind youj they 
block your pursuers and prouide temporary couer 
from their shots. 

Time-reuerse grenades' effects last the longest of 
any chrono grenade. Neut come time-slow grenades. 
Time-stop grenades are the shortest-lasting. 

Each chrono grenade has uses both obuious and 
not-so-obuious. For euample, time-stop grenades 
are great in CTF [capture the flag] gamesj throw 
them down at a chokepoint to preuent enemies from 
crashing your gate, orto preuent opponents from 
pursuing yourflag carrier. 

Time-slow grenades can be used to soften your 
fallj just toss one below you as you drop, and you'll 
fall into its zone of safety rather than splattering all 
ouerthe floor. 

Time-reuerse grenades can instantly kill [or at 
least foil] an enemy on a turret, because all that 
heauy turret firepower gets sent right back at the 
turret operator. 

fill chrono grenades can be potent when thrown at 
the landing site for a bounce padj your opponent will 
fall right into the sphere of influence. 

Time SHieLD 

Instead of turning yourtime energy into chrono 
grenades, you can use it defensiuely in the form 
of a time shield. When actiuated, the time shield 
drains all yourtime energy and temporarily [about 10 
seconds] makes you immune to all chrono grenade 
effects. This includes grenades that haue already hit 
you. For euample, if you're frozen inside a time-stop 
grenade, you can actiuate yourtime shield and 
automatically break free. 

The time shield also slows down normal 
projectiles that get too close to you, and will euen 
slow or stop an opponent who gets caught up in the 
shield. This means the time shield can be not only a 
potent defensiue tool, but also an offensiue weapon. 

Vou must constantly decide whether to use your 
time energy offensiuely [with chrono grenades] or 
defensiuely [with time shield]. Let the situation and 
your play style be your guide. 





Time-RBSistiance Rntipact 

Grab the time- 
resistance 
artifact to gain 
temporary 
immunity to 
time effects 
[such as chrono 
grenades orthe 
time-slow fields that appear in certain leuels]. Now 
you can walk through enemy time grenades without 
any worries. Just be sure to watch the timer, as the 
resistance doesmt last foreuer. 

nnmnn [ueLLniu ann red] 


VbUdiu armor confers +5D armor pointsj red armor 
confers +1DD. Collect as much armor as possible [up 
to 200 manimum] to mahe yourself entra durable. 
This giuBS you a real edye in multiplayer matches. 



Continually collect new armorto replace armor lost 
during combat. 


Heaua DamaBe 

The heauy- 
damage artifact 
temporarily 
confers a h 2 
bonus to all 
your attacks. Go 
nuts and score 
as many hills as 
possible before the timer runs out. 


Vou cannot bold the beauy-damage artifact and the 
time-resistance artifact simultaneously. It's one or 
the other. [Both at once would just mahe you too _ 
powerful!] 







mULTIPLHUER HIDDES 


There is a wide range of game settings for the host to tweah. lUe woiVt couer euerg setting, but we ujill 
discuss the most important host settings and the sin major game modes. 


Game mnDes ann pnesetis 



There are sin major game modes. A game mode is 
a basic set of rules that determines how the game 
will be plagedj while modifications can be made 
to uarious other settings, the core rules remain 
immutable. A Deathmatch is always won by the 
player with the most hills at the endj a Capture the 
Flag game is always won by the team with the most 
flag captures. 

The game modes are as follows: 

Deathmatch: Euerg man for himself. The winner is 
the one with the most hills when the score or 
time limit is reached. 


Team Deathmatch: The team with the most hills at 
the end wins. Traueling in packs is a surefire 
way to increase your odds of uictory in these 
games. 

King of Time: Somewhere in the leuel is a time 
sphere. Grab it. Vou-’re now immune to all time 
effects. Score hills while holding the sphere 
to increase gour score, hills scored while not 
holding the sphere doirt count. 

IDettfloum madness: Each team has a machine 
thars performing a uital but unspecified task. 
Slow the opponents-’ machine by lobbing chrono 
grenades onto it. The team whose machine 
completes its task first wins [in other words, 
the one whose machine got hit with the fewest 
enemg grenades]. 

Capture the flag: Grab the enemg flag and bring it to 
your base. Touch it to your own flag to score a 
capture. The team with the most captures wins. 

Dne-on-Dne:Two players battle to the death. This is 
the purest form of multiplayer. 











d. 


After the host 
selects a game 
modej he may 
select a preset 
that modifies 
gameplay. 
Presets are 
simply a luay to 
quichly modify some of the many host settings and 
include the folloiuing: 

"Classic" presets nameil after game moiles (such 
as Deathmatch Classic]: Sets the game rules to 
defaults forthat game mode. 

last man Staniling Classic: Euery player gets a 
limited number of hues and is out of the game 
luhen those hues are gone. 

Steel Shin: lUeapon damage is set uery loiu^ so 
battles last longer. 

low Grauity: Grauitg is set loujer than usual. Players 
jump higher and descend sloiuer. 

Slow to Kill:Dnlg players ujbo baue been sloujed 
luith chrono grenades can receiue damage. 
Nonsloujed players are inuincible. 

Athletic: Players jump higher and moue faster than 
normal. 

One Shot One Kill: Euery ujeapon is instantly lethal. 
Note that this applies to splash damage as ujell 
as direct hits^ so ujeapons ujith a blast radius 
become euen more useful. 

Rochet Arena: All ujeapons are changed to Blood- 
hounds. 

Sniper Arena: All lueapons are changed to echo 
rifleSj and one shot is alujays lethal. 

Uanipire: Players-’ health is constantly decreasing. 
To stay aliuSj hill enemies. Each hill giues you a 
health and armor bonus. 



Vou can further adjust host settings after a preset 5 
has been selected. Forenamplej you could select | 
Uampire and then tweah the rate of health loss | 
lorthe health and armor gain from hills]. To auoid ^ 
missing an important change, pay close attention to 
all settings your host selects. ^ 

^ 

□tiHEP HDSti SetitiinBS 

After the host selects the game mode, map, and 
preset, he can alter seueral other settings. Some 
of these can radically alterthe nature of the game. 
Here^s a looh at the most important settings. 



Public and Private Slots: Man Spectators 

The number 
of public and 
priuate slots 
determine how 
many players 
can be in your 
game, bdd up 
the number 
of public and priuate slots to get the possible 
number of players in the game. The spectator limit 
determines whether people can watch your game 
without playing. 

Time and Score limit 

The time score and time limit affect how long the 
game will last, h low score limit means that you 
probably won't reach the time limit, and uice uersa. 

make sure you're okay with these settings. If you 
don't pay attention, you might get sucked into an 
hour-long game when you just wanted a 15-minute 
guickie. 



UUeapon Presets 



Weapon presets allow you to increase or decrease 
the damage dealt by all weapons and to increase or 
decrease the possible damage dealt to yourself or 
teammates [uia friendly fire). They also determine 
how long it takes picked-up weapons to respawn. 



many players prefer the realism of enabling Friendly 
Fire and Self Damage. Howeuer, these settings opeif 


the doorto griefers who killthemselues ortheir 5 
teammates, thus ruining multiplayer games. Disable 
these two settings if you suspect you are dealing ^ 
with a griefer. | 


Vou can also change all weapons on the map to a 
certain type or affect the starting weapon[s] giuen 
to all players when they spawn, hnd you can decide 
how long it takes for weapons to reappear after 
they'ue been taken. 


PRimH DFFICIHL EHmE GUIDE 






These are all huge changes^ and theg can greatlg 
affect the game enperience. Forenamplej a game 
in ujhich all default ujeapons are replaced ujith 
harbines plays much differently from one ujith 
a standard min of ujeapons. And a game ujhere 
euergone begins ujith an EmF cannon minimizes 
the importance of seeking ujeapons right after you 
spaujn because you start out ujith a really strong 
lueapon! 

Decide ujhat sort of game you ujant to play, and 
adjust the presets accordingly. 


Time Control Presets 



completely 

[thus making the game a ”uanilla"" shooter ujith no 
time-control elements] or to enable "Damage on 
Sloujed Dnly/" luhich means only sloiued players 
can be damaged. [The latter, obuiously, makes 
sloujing opponents ujith chrono grenades entremelg 
important, since normal-speed enemies cannot be 
damaged at all!] 


The most 
poujerful 
settings in the 
Time Control 
section allouj 
you to disable 
time control 


Dther adjustable settings affect hoiu much time 
energy each player starts ujith, luhethertime energy 
naturally regenerates ouertime, and houj much time 
energy in total can be regenerated [if regeneration is 
enabled]. 



High Energy Start Ualues, Energy Regeneration ^ 
Limits, and Energy Regeneration speeds encourage | 
games with lots of time manipulation. If you want \ 
time-power use to be a rare occurrence in your | 
game, keep these ualues low. 3 


Gameplay Presets 



These presets 
let you tujeah 
a wide array of 
settings. Use a 
high Respawn 
Delay to punish 
players for 
dying^ while 
a high man Dead Time lets players loiter before 


respawning. 




R higher Respawn Delay maHes it easierto score in 
Capture the Flag and meltdown madness games^ 
while a short Respawn Delay encourages defensiue 
struggles. The reason: with a high Respawn Oelag^ 
dead enemies stay dead longer, giuing you more 
time to grata flags or pelt machines with grenades. 
Short delays mean that enemies can instantly 
respawn in their bases, prouiding eatra base 
defense. 

If your games tend to become static, low-scoring _ 
affairs, consider using a higher Respawn Delay. 


Respawn Protection Time makes newly spawned 
players temporarily inuulnerable. Higher Respawn 
Protection Time preuents "spawn camping-"j 
howeuer, making it too long giues newly spawned 
characters too much of an aduantage. R second or 
two is usually sufficient. 

man Liues is typically set to Unlimited. If irs not, 
players haue a limited number of liues and the game 
becomes sort of a last-man standing affair where 
each kill is entra important. 

The Bonus on Kill settings [i.e.. Bonus Health on 
Kill, etc.] reward players with health, armor, time 
energy, or bonus liues for scoring kills. Play with 
these settings to reward efficient killers. 

Item Presets 

Item presets 
allow you 
to enable or 
disable time- 
energy packs, 
time-resistance 
artifacts, 
heauy-damage 
artifacts, and red and yellow armor. Vou can enable 
all, none, or a min of these items. 




If you plan to let players use time powers, either 


leaue time-energy packs enabled or allow players' 
time energy to regenerate on its own, or award time 
energy for kills. If you disable all these options, 
players will neuer get any time energy and you 
won't see any time manipulation. 











d. 


IlllisceUaneous Presets 



Ulaini-Up options: These allow you to specify some 
"practice time" before the game begins, while 
the Ready System option allows players to 
press a button when they’re ready for the game 
to start. 

Overtime rales: These enable or disable ouertimeto 
break ties and set the ouertime’s length. 

Sonml on Hit: Plays a sound when an opponent is 
hit. Some players prefer hauing this entra leuel 
of feedback. 

Radar: R hugely important option. With it enabled, 
you can see both friends and foes on the radarj 
this makes hiding a much less useful technigue 


R disabled radar encourages sneaky tactics, 
as players must uisually notice you ratherthan 
just glancing at their radars. 

Antobalance: When enabled, this shuffles players 
from one team to the other as needed to 
maintain a fair game. 


Player presets 
allow you to 
adjust players’ 
starting health, 
health regen- 
eration rate, 
armor start 
ualue, and 

armor regeneration rate. These settings let you really 
adjust the multiplayer euperience: for OHample, 
choose low starting health and no regeneration to 
make eueryone fragile. 

Vou can also tweak grauity [falling speed], player 
jump height, and player mouement speed here. 
Rdjust these ualues to enable more-mobile or less- 
mobile players, thereby making the game either 
more twitch-based or more slow and tactical. 



muLTiPLHyER mnps 




KT. 

StJ.' 


Rs mentioned preuiously, knowing the map is crucial to success. There’s no substitute for euploring the 
maps yourself, but here are some tips on how to play these leuels and what to look for while you’re there. 


There are 
turrets on each 
wing of the 
Zeppelin. Feel 
free to man 
them briefly 
but beware: 

The echo rifle 
located in front of the main steering wheel is good 
for sniping would-be gunners out of their turrets. 


SHU HODK [2-S PLaUBPS] 


The echo rifle is not usually a good lueapon on this 
map. midrange lueapons lihe the harbine and Hellfire 
rulej gou can also use the shattergun to great effect 
especiallg if you stick to the interior areas. 

Capture the Flag games tend to be quicK since 
there-’s not a lot of ground separating the flags. 

Become familiar ujith the trio of booster pads near 
the airship-’s front they let you reach the ship-’s top 
uery quickly. 


This map-’s locale is a massiue zeppelin. There are 
lots of crampedj croiuded interior spaces^ but the 
enterior decks and turret platforms offer some fairly 
open places too. 


I 





when you-Te in the Zeppelin's rear, look forthe EmF 
cannon on a lower leuelj also, you can jump onto the 
Zeppelin's tailfins and run around out there — equip a 
midrange weapon to surprise someone by standing 
out here. 

Time resistance and armor artifacts often appear 
in the stern, at the ship's bottom, find for the daring, 
notice that time resistance and armor artifacts also 
appear beneath each of the Zeppelin's two giant 
spinning propellers. To reach these items, approach 
the spot around the propellers where there isn't 
any guard fence, drop onto a metal strut, and walk 
across to the power-ups. [huoid dropping into the 
propellers themselues, obuiously! him forthat 
skinny metal strut.] 

RDDFtinP EHCeSS IZ-G PLaUBPS] 




This is a great 
map for mid- 
and short-range 
lueapons. Looh 
for armor and suitable ujeapons scattered all across 
the map. There-’s an EmF cannon at the bottom of the 
bloched-off stairiuay in the indoor area^ and there-’s a 
laser mine at the top of it. These tujo items are also 
in the tunnel [accessible from seueral points on the 
roof]. 


This small map 
features a 
modestly sized 
indoor area and 
the meandering 
rooftop that 
surrounds it. A 
small tunnel is 
accessible from 
a feuj different 
points on the 
rooftop. 


Note the uarious points luhere you can go from 
outdoors to indoors — usuallg bg jumping on crates 
and through ujindoujs. 


The rooftop 
is the highest- 
traffic area 
and the area 
ujith the most 
options [you 
can either go 
inside or drop 
into the tunnels 
from out here]. 

Beujare of laser 
mines and set 
a feiu of gour 
oujn. If cleuerly 
placed [sag^ 
at the base of 
ladders in the tunnels or just inside the luindoujs of 
the indoor area], you can score some easy hills ujith 
these. 

oeaDLU lUinD m-12 PLauens] 


Look forthe control panel in an upper room with bay 
windowsj it ouerlooks the rest of the leuel. Press the 
button on the panel to actiuate a random seguence 
of time-slowing fields below, ftctiuate the button 
again to toggle the fields off. 



There's an echo rifle on the roof aboue this room 
[which is accessible both by ladder and by jumping 
on some crates outside). There's also a Bloodhound 
in the room behind the control panel. 






Take care when you're on the ground floorj the 
time-slowing fields can turn on unenpectedly, 
trapping you. Vou haue the most options when 
you're on the higher walkways. 


There's a time-resistance artifact on an inter- 
mediate platform, which you can drop to from the top. 

Red armor [+100 armor] periodically appears in the 
time-slowing fields on the ground floorj go for it at 
your own risk. 

Capture the Flag games tend to be quick due to the 
small leuel size, keep to the upper walkways, and 
learn the locations of all the bounce pads on the 
floor. If you're down below, they'll help you get back 
up to relatiue safety. 
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d. 

TPencH uiappane [a-ia Pbaaeps] 


This is a big map that players can really yet lost 
in. hs a result there are many hiding and sniping 
opportunities. The leuel-’s bulh is an outdoor hillside 
thars carued with trenches. Three important points 
form a sort of triangle: a snipertower [complete with 
echo rifle] at the hill's base and two bunkers up high 
on the hill. One of the bunkers has an entrance to 
a tunneL which cuts through the hillside and euits 
through a ladder nearthe second bunker. 

The underground area is a high-stakes place^ 
as it contains a Bloodhound and a heauy-damage 
artifact — both uery potent items. 

Red armor appears in front of a sealed train-yard 
door, located between the two bunkers, ft time- 
resistance artifact appears nearthe map's center, in 
the midst of a circle of time-energy packs. 


The hillside is dotted with turrets. Consider using 
them briefly, but remember that sitting in turrets 
indefinitely is usually a recipe for disaster. Hop in, 
score some kills, and then leaue. 


Long-range weapons are potent on this map. 

Try forthe echo rifle in the snipertowerj the 
thunderbolt on the ground near one of the bunkersj 
orthe Bloodhound in the tunnel, which can be uery 
effectiue at long range if you use its Secondary Fire 
mode. 

if you prefer short-range combat, stick to the 
tunnel orthe trenches that dot the hillside — 
howeuer, true short-range fights are uncommon here. 

man Rnnm iz-a PLaaens] 

This under- 
ground facility is 
reminiscent of 
the big cauern 
in the single- 
plager leuel 
""En Route.-’" 

\Vs a uerg 
uertical leueL 
luith bounce 
pads Leading 
up to uarious 
platforms 
and rooms 
ouerloohing 
uarious leuels of 

Check out the basement beneath the caueriVs 
main floor. Vou can score a time-resistance artifact 
plus armor and seueral ujeapons — including a 
Hellfirej a thunderbolt and an EmF cannon. This 
makes it a nice place to stock up. [Don-’t miss the 
tunnels leading ouerto an adjacent area^ ujhich 
contains a heaug-damage artifact.] Climb pipes or 
use the bounce pad to get out of here. 

The main floor contains lots of ujeapons and 
goodiesj check out the red armor on top of the 
parked train. Also notice the bounce pad and stairs 
leading up. 


On the upper 
flooc look for a 
ladder leading to 
an upper duct. 
This leads to a 
couple of choice 
sniping areas 
at the cauern"s 
top. Find a 
thunderbolt on 
one of them. 






Don-’t forget the middle leuels, though. A 
Bloodhound sits on the walkwag's end in the 
cauerms middle. 

Finallg, don-’t neglect the silo at one end of the 
cauern. Vou can ascend through it guicklg, thanks 
to a bounce pad inside. Look for an echo rifle just 
outside the silo-’s top. While this ismt a huge leueL 
you can get some gualitg sniping opportunities^ 
particularly if you stay up high. 


unciUiL EnBineePinB iz-m 
PLaUBPS] 




This leuel is set 
up as a classic 
Capture the Flag 
battleground^ 
with two 
similar [but not 
identical] bases 
connected by a 
bridge. 


The bridge is couered with time-energy packs 
and contains a heauy-damage artifact up high and 
a Bloodhound in the middle. But the presence of 
multiple balconies on each base makes this bridge 
prime sniping territory^ so don-’t linger. 


If you want to cross from one base to the other, 
the alternatiue to the bridge is a small tunnel that 
runs beneath it. Be prepared with a short- or medium- 
range weapon if you take this tunnel. 


Each base 
contains a 
pit couered 
by a grate. 

In meltdown 
madness 
games, this 
is where each 
team-’s uital 
machines 
appear. Pull 
a leuer high 
inside each 
base to retract 
the grate, 
giuing easy 

access to the machine. [If you don-’t pull back the 
grate, you must access the pit through that narrow 
tunnel that runs beneath the bridge.] make sure your 
teammates know when you’re about to open the 
enemy grate — and try to station guards at both your 
base-’s leuer and the enemy’s so you can control 
both grates as much of the time as possible. 

Look for thunderbolts at the top of each base, 
ouerlooking the bridge. The points where the 
thunderbolts appear are good for snipingj stay here 
and fire at anyone trying to get across the bridge. 

Play this leuel solo before trying a real multiplayer 
game of meltdown madness or Capture the Flag. 
Since the bases’ interior layouts are subtly different, 
you must know enactly what they’re like — or risk 
getting stuck and killed when you finally infiltrate 
the enemy base. 


PPDSti Bites [M-1E PLaSBPS] 



This map is a big outdoor area luith tiuo distinct base 
areas. The tiuo sunken bases are separated by a 
rambling fence thars broken in spotsj study the map 
carefully and learn ujhere the breaks are. 











suppLU Dump [M-1E PLauens] 



Each base has a guard tower. One features a turret 
and the other has an echo rifle, [h second echo 
rifle is on the road nearthe diuiding fence, on the 
opposite end of the map from the echo rifle tower.] 

Vou can take a left, right, or central path from one 
base to the other. The central path features a heauy- 
damage crate nearthe break in the fence. 


Near the echo rifle tower is a secret path. Enter 
this path from either base, then follow a dangerous 
ledge until you reach the enemy base. [Look for a 
time-resistance artifact if you follow this path.) 

The remainder of the map is a snowy wasteland 
dotted with trenches and turrets, medium- to 
long-range weapons work best if you-’re planning to 
stay out here. Otherwise stay down in the trenches, 
nearthe bases, or on the secret side path, where 
shorter-range weapons can be useful. 

Time-energy packs are largely placed in the map's 
center, so plan on punching through the middle with 
a large attack force when assaulting the enemy flag 
or machine [depending on game type]. Large groups 
and good organization are necessary elements for 
GTE and meltdown madness games, as there's a lot 
of ground to couer. 

Watch out for spring mines. They're plentiful, and 
there's a lot of space to place them. They make 
trauel through the trenches a bit more enciting than 
you might like. 



The Supply 
Dump consists 
mainly of a yard 
surrounding 
a central 
warehouse. The 
yard contains 
many big supply 
containers 
suitable for 
couer. Weapons, 
armor, and time- 
energy packs 
are scattered 
throughout the 
yard. 



h tunnel system runs beneath the yard and is 
accessible from two outdoor spots and from one 
location inside the warehouse. 




opposite side 
[nent to a pair of 
inoperable sliding doorsj you must use the assembly 
line]. 


Vou can 
access the 
warehouse 
through the 
aforementioned 
tunnel, through 
sliding doors on 
one side of the 
yard, or through 
a conueyor belt 
that pokes out 
through the 
warehouse's 



Hide by the conueyor belt to surprise players riding 
in on it. 
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There are some nice prizes inside the luarehousej 
mahing it a tempting place to uisit. A Bloodhound is 
stashed in a side office. To also score a red armory 
climb an interior stairiuag^ follouj a duct to a ladder^ 
and drop out on an assembly line at the roonrs top. 

TimesHapti [z-a PLaaens] 


This leuel seems uery simple^ but the uarious 
tunnels and ledges that puncture the central core 
are not completely symmetric. Vou must be uery 
familiar ujith the leuel before you^ say^ hnouj ujhicb 
of tbe four small interior rooms contain the time-trap 
leuers and ujhich tujo do not. Study the leuelj this 
enperience luill pay off in Deathmatches. 

naanDDneD luaneHause 

[M-1B PLaUBPS] 



This small leueL 
designed for 
Deathmatch- 
style cenflictj 
is built around 
a central core. 

A ring-shaped 
corridor goes 
around the central corej at one point gou can climb 
a ladder on the bach wall and reach an echo rifle. 
[There isn-’t much call for this weapon herOj but its 
location is adequate for sniping.] 


There's some armor in the central core's interior, 
nearthe middlOj and a time-resistance artifact on 
the floor in there. 

The central 
structure's 
interior is 
actually a trap. 
There are four 
small rooms 
accessible 
through round 
doors at the 
structure's 
middlej you mag 
jump to these 
from the middle 



or access 
them through 
tunnels. Two of 
these four rooms haue leuers that actiuate a time 
trap. Once the trap is actiuated, eueryone inside the 
central structure's main room is slowed. Forthis 
reason, be uery careful when entering the central 
core. [Of course, if you're fast enough to grab the 
time-resistance artifact, you can freely trauerse the 
center for a short period of time.] 




This big leuel 
consists of two 
large warehouse 
spaces, each 
with an upper 
and lower leuel. 

These two 
big areas are 
connected by a smaller room 
[which also consists of two 
leuels] with a Heauy Damage 
artifact up high, along with 
a Bloodhound. This central 
area is important not only 
for what it contains, but 
because it’s the only 
way of getting from one 
of the big warehouse 
areas to the other. 
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Each major 
Euarehouse 
area has an 
GHtensiue top 
floor, reached 
either by a 
big ramp or 
by ladders, hs 
you might enpect, irs a good idea to claim the high 
ground, ujhich allows you to snipe down at those 
below [and at anyone trying to climb a ramp or 
ladder to reach your leuelj. 

Another good idea is to get inside the central 
area, claim the Bloodhound [and possibly the Heauy 
Damage artifact] and pick off anyone trying to cross 
from one warehouse to another. Vou can control the 
flow of players between one warehouse and another 
just by standing on the high ground. 

Domt miss the side offices, which contain laser 
mines. And don't miss a semi-secret path up to one 
of the warehouses' upper floors: to use it, jump up 
on a cargo container and then follow a short ramp. 

Weapons are distributed guite euenly throughout 
the leuel, and a couple of Vellow Armors prouide 
some incentiue to uenture down [at least briefly] 
to the lowerfloors. We recommend weapons like 
EMF Cannons and Thunderbolts forthis leuel, thanks 
to the fairly wide-open spaces. And of course, the 
Bloodhound is always an eHcellent choice if you 
manage to get your hands on it. 


sanctDPum iz-a PLauens] 



less opulent side hallway that runs 
length. 


This classic 
Deathmatch 
map takes place 
in a two-story, 
cathedral-like 
hall. The main 
areas are the 
ground floor, 
the upper 
walkway that 
encircles the 
hall [prouiding 
many points to 
shoot down at 
those below], 
and a much 
the main hall's 


The main hall is roughly key-shaped. At the key's 
fat end [the handle], a great statue on the ground 
floor stands aboue a red armor. But beware: The floor 
around the statue is a time-slowing trap. Grab the 
time-resistance artifact from nearthe floor's middle 
before uenturing in to grab the armor. 




Airjets at 
either end of the 
grand hall allow 
you to blast 
to the upper 
walkway. Up 
here is a wide 


selection of 

weapons and gear, including a Bloodhound sitting in 
a suspended cart. 


The plain side hallway has its uses too: thaf s 
where the heauy-damage artifact lies. It's also a 
uery simple area with only two enits, perfect for 
some straightforward midrange combat. 


Spend most of yourtime upstairs with a good 
midrange weapon. Periodically drop to collect 
artifacts and goodies, but auoid prolonged stays on 
the main hall's ground floor. 


There's nowhere to truly hide in this map, so 
constantly moue, picking up armor and power-up 
artifacts along the way. 
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CDPPUPti Data [M-1D PLaUBPS] 



Tiud large rooms dominate this compact map. One 
is a tiuo-leuel seruer room that features seueral 
octagonal platforms accessible uia ladder or bounce 
pad. Vou can also approach this room uia upper and 
loujer passages from the map^s second big open 
area. 

The second big area is a tujo-storg cathedral-like 
chamber, luhere bounce pads giue access to a 
ujalhiuag circling most of the cathedral. 

Important gear is scattered prettg euenlg across 
the leuel. Velloiu armor sits in the blazing electric 
chandelier in the cathedral room Oump to reach 
it]j a time-resistance artifact is on the cathedral^s 
ground leuel. Heaug damage is located in a small 
connecting room that joins the tujo big rooms. A 
thunderbolt is located atop some stairs, off to the 
seruer roonVs side. 




A platform 
ouerloohing the 
seruer room is 
accessible from 
the ujalkujag 
aboue the 
cathedral room. 


The platform 
contains an EmF 
cannon. Vou can 
snipe from up 
here or jump to a 
central platform 
ouerloohing the 
seruer room. 

This platform isiVt accessible from angujbere elsej 
gou can sometimes surprise plagers on loujer leuels 
bg lurking up here. 


Like Sanctorum, this is not a leuel that encourages 
hiding or sitting behind couer. Keep mouing and keep 
collecting poujer-ups. Stick to the upper ujalkujags 
as much as possible, but don-’t hesitate to drop 
doujn if irll help gou score a kill. 

TDiJjep DP PDiJuen [m-ie PLauens] 



Tower of Power 
is an entremely 
uertical leuel. 

It consists 
of seueral 
big platforms 
layered one 
upon the other. 
In the middle 
is a shinny 
tower with 
seueral smaller 
platforms 
attached to it. 



Vou must use 
bounce pads to 
rise from one platform to another. 








The loujGst platform contains a Bloodhound and 
some yellow armor. Domt linger down here, thoughj 
just about eueryone can see you, and aside from a 
few pillars [including a massiue concrete one], there 
isn't much couer. 


Instead, use a bounce pad to leap to a small ledge 
containing a thunderbolt from there, hop down to 
the largest platform of the entire leuel, which forms 
a rough U shape aboue the Bloodhound platform. This 
is a great place to use your Bloodhound, as it offers 
good uiews of the other platforms, has plenty of 
room for you to run, and offers lots of couer. A time- 
resistance artifact also appears out here. This will 
be your preferred spot if you aren't a great sniper. 

The nent higher platform offers an ammo chest [a 
multiplayer rarity] and anotherthunderbolt. 



Aboue that is a ledge with a heauy-damage 
artifact. Vou can bounce from here up to a platform 
nearthe skinny central tower's peak, where you 
can grab the echo rifle, which is the true king of this 
wide-open sniper's paradise, make no mistake: this 
is the weapon you want. 

From here you haue options. Uou can drop back 
down to any of the big platforms or stick around 
and snipe. Or, carefully drop from leuel to leuel on 
the skinny tower itself. Just below the echo-rifle 
leuel is an ammo chest, and below that is another 
Bloodhound. 

Nearthat Bloodhound is a bounce pad leading to a 
platform separate from the others. On that platform 
you can collect red armor, then bounce to the skinny 
tower's top — a spot inaccessible from any other 
place on the map. 



The skinny tower's top is where you want to be. 
From here, you can snipe at almost anyone and 
can gun down anyone trying to jump up to join you. 
Spend as much time as possible up herej if you get 
low on ammo, drop onto the echo rifle for a reload, 
then bounce ouer and back to the top. 


BLDiiJ me [M-1D PLauens] 




This in another 
GHtremely 
uertical leuel. 

It’s a big open 
space with 
three massiue 
wind turbines at 
the base. These 
turbines blast air jets up through the leuelj these air 
jets, along with numerous bounce pads, allow you 
to reach uarious platforms and achieue the coueted 
high ground. 



shoot projectiles such as rockets into the air jets, | 
and those projectiles will get caught up in the jets. 
Use this to your aduantage — send projectiles up to | 
hit opponents standing on higher ground. 


i;shooting a projectile that is already caught in thei 
air jets can change that projectile's path! 






But for all the usefulness of high ground^ the 
leuel-’s biggest prize — a surge gun^ ujhich isn-’t 
auailable on ang other leuel — appears on the ground 
floor. It spaujns on top of some cargo containers 
betujeen the three luind turbines. 


mang of the bounce pads in this leuel don't shoot 
gou higher. Instead^ theg launch gou laterallg. These 
pads are useful for getting from one side of the leuel 
to the other. Learn ujhere each bounce pad goes^ and 
gou-’ll haue a much easier time nauigating the leuel. 



AlsOj notice that mang of the platforms haue a 
”sandiuich"" design: Theg^re tiuo nearlg identical 
platforms sandiuiched on top of each other, ujith 
enough room for gou to get into the space betiueen. 
If gou aren^t on one of the highest platforms, the 
inside of those ”sandujiches"" is a safe place to 
roam, as the top platform giues gou couer from 
enemies looking doujn from ouerhead. 


There are seueral small rooms carued into this 


A platform near the leuel-’s top contains the heaug- 
damage artifact. Dne of the three bounce pads on 
this platform takes gou up still higher, to a spot luith 
a thunderbolt and a time-resistance artifact. This 
platform [ujith the thunderbolt and time-resistance 
artifact] is the highest gou can goj irs a uerg good 
place for sniping. 

This leuel demands practice. Without some solo 
time [or a lot of multiplager bouts] in here, gou luon^t 
knoiu hoiu to get from one platform to the nent. 
Sometimes an air jet is the onlg luagj sometimes 
a bounce pad is gour onlg option. Often gou can 
choose betiueen the tujo. [In these cases, bounce 
pads are usuallg faster and safer.] 


The air jets neuer stop blowing, but if you aren^t 
careful, you may slide to one side as you ascend. 

If you suddenly find yourself outside the air jet, you 
will lose altitude and may take a nasty tumble. 
Concentrate on keeping yourself centered in the jet if 
you intend to ride it to the top. 


area-'s side walls. These are great places to : 
duck into and scan for enemies outsidej your 
opponents are often so busy looking at the big' 
platforms that you-’ll briefly go unnoticed in 
these side rooms. Some of these rooms also 
contain yellow armor. 


i- 
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The folloiuing tables list euery HboH Hub achieuement in TimBShift and hoiu to collect them. 



Achieuements are listed in roughly ascending order 
of Gamer Points awarded. EHceptions are made for 
related achieuements^ which are clustered together. 



References to ""Acts"^ in the following tables refer 
simply to sets of missionsj there are fiue acts total 
in the game, each comprised of seueral single-player 
missions. 



Completing an act at a high difficulty setting unlocks 
lower-difficulty achieuements as well. Forenample; 
completing Act 1 on Elite difficulty unlocks the Act 1 
achieuements for Casual and Skilled play, as well as 
the Elite achieuement. J 


SIHGIE-PIAVER lEUEl-COmPlETIOII ACHIEUEmEHTS 


Achieuement 

Houl to Achieue 

Points 

Alpha District: Casual 

Complete Act 1, "Alpha District" on Casual difficultg 

ID 

The Stronghold: Casual 

Complete Act 2, 'The Stronghold " on Casual difficultg 

ID 

The Forgotten: Casual 

Complete Act 3, "The Forgotten " on Casual difficultg 

ID 

lYlunitions Plant: Casual 

Complete Act 4, "lYlunitions Plant" on Casual difficultg 

ID 

Airhorne: Casual 

Complete Act 5, "Airborne " on Casual difficultg 

ID 

Alpha District Reuisited: Casual 

Complete Act G, "Alpha District Reuisited " on Casual difficultg 

4D 

Alpha District: Skilled 

Complete Act 1, "Alpha District " on Shilled difficultg 

15 

The Stronghold: Shilled 

Complete Act 2, 'The Stronghold " on Shilled difficultg 

15 

The Forgotten: Skilled 

Complete Act 3, "The Forgotten " on Shilled difficultg 

15 

lYlunitions Plant: Shilled 

Complete Act 4, "lYlunitions Plant" on Shilled difficultg 

15 

Airborne: Shilled 

Complete Act 5, "Airborne " on Shilled difficultg 

15 

Alpha District Reuisited: Shilled 

Complete Act 6, "Alpha District Reuisited " on Shilled difficultg 

55 

Alpha District: Elite 

Complete Act 1, "Alpha District " on Elite difficultg 

2D 

The Stronghold: Elite 

Complete Act 2, 'The Stronghold " on Elite difficultg 

2D 

The Forgotten: Elite 

Complete Act 3, "The Forgotten " on Elite difficultg 

2D 

lYlunitions Plant: Elite 

Complete Act 4, "lYlunitions Plant" on Elite difficultg 

2D 

Airborne: Elite 

Complete Act 5, "Airborne " on Elite difficultg 

2D 

Alpha District Reuisited: Elite 

Complete Act G, "Alpha District Reuisited " on Elite difficultg 

7D 

Reginner's loch 

Complete a leuel uiithout dging on Casual difficultg 

15 

That Gug Is Suiift 

Complete a leuel uiithout dging on Shilled difficultg 

25 

Death-Proof 

Complete a leuel uiithout dging on Elite difficultg 

35 



SIHGlE-PlAVER THRE-TRICR ACRIEUEIRERTS 


Achieuement 

Horn to Achieue 

Points 

GetltDfflYle! 

Remoue a stuck clutch grenade using time pouiers 

5 

look Ulhat 1 Can Do 

Ulalh on uiater using time pouiers 

5 



PRimH DFFICIHL EHmE GUIDE 







Achievement 

SIHGIE-PIAVER TimE-TRICK ACHIEUERIEHTS 
How to Achieve 

Points 

All Fall Douin 

Kill three enemies at one time during time-stop 

10 

Pickpocket 

Suiipe 10 uieapons out of enemy hands using time pouiers 

10 

Vou're It 

Tag 15 enemies uiith clutch grenades 

10 

Disarmed! 

Shoot fiue uieapons out of enemy hands 

15 



The folloiuing table notes Achieuements aiuarcled for yourfirst Fury Kill and Reaper Spree. 
But luhat, eHactly, are those? 

■ Fury hill: Score fiue consecutiue hills in multiplayer ujithout being hilled in the 
interim. 

■ Reaper Spree: Score 25 consecutiue hills in multiplayer ujithout being hilled in the 
interim. 


Achievement 

mUlTIPlAVER ACHIEUEmEHTS 
How to Achieve 

Points 

The First of lYlany 

Ulin a Ranked match 

10 

Haue It VourUlay 

Host and complete 10 games uiith custom presets 

10 

Derg Gracious 

Host a dedicated seruer for 48 hours total, then guit 

15 

Are Vou Cheating? 

Score 30 headshots with any weapon in multiplayer games 

20 

Outlets Are Enpensiue 

Kill 25 opponents with melee attacks in multiplayer games 

20 

lYlUP 

Capture 25 flags in Capture the Flag 

20 

Voinkl 

Retrieue 50 flags in Capture the Flag 

20 

...Is on VourSide 

Kill 50 opponents in time grenades or time fields 

25 

Anytime, Anyplace 

Ulin a Ranked match on euery map 

25 

1 Don't Rent, 1 Ouin 

Ulin a Ranked Deathmatch game by at least fiue hills 

25 

jack of All Frags 

Ulin a Ranked match in euery game mode 

25 

King lYlel 

Ulin a Ranked King of Time game by at least fiue hills 

25 

Keep Auiay! 

Ulin a Ranked Capture the Flag game without the other team capturing your flag 

25 

Not Euen Close 

Ulin a Ranked 1u1 game without dying once 

25 

Nuclear Ulinter Ulonderland 

Ulin a Ranked lYleltdown lYladness game by at least 30 seconds 

25 

Derserker 

Go on a reaper spree 

30 

Dog in the Duhhle 

Score 30 hills while trapped in a chrono grenade 

30 

Did IDO That? 

Score a Fury Kill 

30 

TimeShift Ueteran 

Play 100 multiplayer games 

25 

TimeShift Champion 

Ulin 100 multiplayer games 

50 
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